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14 DUKE NUKEM 3D 58 ELEVATOR ACTION RETURNS 
You can expect nothing more than rumours and speculation An all-new section in SSM, where we highlight 
from those that purport to be our opposition. With our awesome games available in Far East which 
exclusive SATURN shots of Duke, plus full-on interview with really deserve an official release. This month, 
Lobotomy Software, you'd better ready yourself for what is the follow-up to one of the most fondly remem- 
guaranteed to be one of the greatest Saturn games of 1997! bered coin-ops of yesteryear - Elevator Action! 


aaa 
= TOURING CAR 
CODERS QUIZZED! 


A SEGA SATURN MAGAZINE inquisition of out- 
Standing proportions, our Japan Editor, 
Warren Harrod, visits the newly established 
AM Annex and talks to the man behind Sega 
Rally, Manx TT and of course, Sega Touring 
Car, Tetsuya Mizuguchi! 





18 SYNDICATE WARS 
In what has now been confirmed as the last Bullfrog title to hit 
the Saturn (so, no Dungeon Keeper then), Syndicate Wars is 
coming along very, very nicely indeed. Once again, check out 
the first Saturn shots of the game along with an in-depth chat 
with Bullfrog’s ZZKJ, veteran programmer behind this epic. 















THE ART OF STAR WARS 


Hey, just for a few pages this issue we 
totally forget about the Saturn and 
immerse ourselves in the wonderful 
Star Wars universe! The films are back 
and better than ever and everyone’s 
talking about Star Wars. So we are, as well. 





= Zar eS ee Saeraasee 
82 RED EARTH 34 MANX TT SUPERBIKE 
The very first Capcom arcade game to use the new CPS-Ii Last month we promised the very best in Manx 
board has finally hit the arcades... and SEGA SATURN TT coverage! Get the full lowdown on this most 
MAGAZINE has the full story, plus exclusive screenshots (of awaited of Sega Saturn titles right here, 
course). So... is Red Earth any good? Does the concept including full options and course breakdowns! 
warrant the new technology? Find out now! And don't forget, you can get a fiver off this 
game by flicking to the review! 


MASS DESTRUCTION 

It's a game about tanks and destroying things 
in what can only be described as “spectacular 
fashion”. Harkening back to an age where 
videogames were about skill and racking up an 
enormous score, Mass Destruction is well 
worth the showcase we have awarded it! 








SUBSCRIPTION RATES 


UK £33.00 Airmail Europe £46.00 Airmail Zone 1 £73.00 Eire £46.00. These rates include postage and packing. 


SUBSCRIPTION/BACK ISSUES ENQUIRIES 


Sega Saturn Subscriptions, Sovereign Park, Leicester LE87 4PA. LE16 SEF. Phone (01858) 435350 
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y god! Words alone cannot describe the power of this month's SEGA SATURN MAGA- 
ZINE. I'm particularly happy with our world exclusive Duke Nukem 30 feature, which 
goes behind the scenes of what is going to be one of 1997's hottest games... on any home 
console, The news isn’t too shabby either, and features-wise, you can't get much better 
than an in-depth interview with Tetsuya Mizuguchi - the creator of Sega Rally, Manx TT 
(also in this issue) and Sega Touring Car Championship. If you think this is good, well you 
ain't seen nothing yet. if all of our plans come to fruition, you can 
expect some frankly amazing stuff... coming soon. In the meantime, 
I'm going to give you my personal guarantee that SEGA SATURN 
MAGAZINE will continue to be your finest videogame read each 
and every month. Not only that, but | also reckon that we'll easily 
being able to provide you with the cheapest demo discs. 
and they'll all be of the HIGHEST quality. Oh yes. 
Richard Leadbetter, 
Editor 
























to include far, far more than only three of them, but rest assured that they are the only SATURN shots 
the PlayStation original, of the game that Capcom of Japan have released to the press. Any others 
More details in the next issue you might have seen are merely PlayStation shots. 
of SEGA SATURN MAGAZINE! 
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These are the first Saturn Resident Evil shots in the world. 
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QUAKE: 
NEWS SENSATION! 


ecently, Sega of America finally got 
R around to announcing that it had 
licensed three major products from GT 
interactive. Abe’s Oddysee was revealed last 
month, Duke Nukem 3D is exclusively unveiled in this 
issue. Now details have finally emerged regarding 
Quake, possibly the most exciting game of the bunch. 


e has be! a mation 













is great news for 
es evident that the 
ing 
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While it’s unlikely that Saturn Quake will have 
quite the resolution of the PC version (pic- 
tured), you can be assured that it will be a 
‘game of the highest quality thanks to 
Lobotomy Software. Obviously their engine will 
need a bit of work in order to produce the 
luvverly shadows and what-have-you, but you 
can be assured that there is no-one more 
qualified to carry out the conversion. Let's 
hope there's a two-machine link-up mode... 








VF3 RUMOURS CONTINUE 
Barely a week can go by without some new 
Virtua Fighter 3 based rumour hitting the 
Internet. As SEGA SATURN MAGAZINE has 
ee UU ae oe 
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OR a Yan 
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Pe eae EC 
on a recent visit to Japan (witnessing a 
Rec se CL nd 
company so impressed as to be planning 
CU UU) 
CPC nL 
ally gone on about some March press con- 
eA 
the first demos of VF3 would be unveiled... 
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going to happen we should have news of it 
in the following issue of SSM. 
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We'll just fill out this space by telling you 
See ce 
Pee enn) 
Sa eee 
35% rise in readership, taking us up from 
around 22,000 to 30,140. As you would 
expect it’s a sad day for the once decent 
Sega Power, slipping down to 11,434, a 
loss of around 30%. The SSM team have 
great plans for the magazine in order to 
make it better still, including some utterly 
ROR es 
which is so cool we can barely believe it 
CR Coe ee 
POU Le 
Ue eon 
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SSM IN NEW DEMO 
DISG FRENZY!!! 


Next issue in SEGA SATURN MAGAZINE we'll be bringing you an amazing cover- 
mounted CD that other magazines could only dream of. Rather than bung out a 
one level demo CD every month of a single game and charge an extortionate 
amount of money for it, we’ve waited patiently for a bumper crop of games to 
feature on one of our best cover-mounted CDs to date. 

‘SEGA FLASH VOLUME #4 features three excellent playable demos of some 
of Sega’s latest releases and a vast amount of FMV footage featuring some of 
the hottest titles around. Take a look what's in store... 


PLAYABLE LEVELS 
‘SONIC 3D BLAST 


After waiting for what seems an eter 
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} WHAT YOU GET: The first few scenes of 
the game and some cool weapons to 
collect. You'll have some ace fun with 

this one, we tell you! 
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some of the best 














WHAT YOU GET: The whole of the 
level is playable including the ex 
special stage featuring Knuckles. 


WHAT YOU GET: Bat 






s any of the 


: robots on the hardest difficulty level 
: against the first robot. The cool intro’s 
| inthere too! 











arcades using 


ware, the S: 
perfect. In similar ve! 
Rage, it's a scrolling 3D 


where the player use 





Sega Flash volume #4 appears on next month's edition of SEGA SATURN 
MAGAZINE, price £4. fortunately, the CD is not available on issues of the 
magazine sold outside of the United Kingdom. 
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SATURN MAGAZINE CHARTS 





Send us your top ten games and you could be mentioned inthis small but significant space next month! 
You also get a game for your trouble! How lovely! Send ‘em to READER CHARTS, SEGA SATURN MAGAZINE, 
PRIORY COURT, 30-32 FARRINGDON LANE, LONDON, ECIR SAU. This month's reader chart comes from Gehan 
Pathiraja of Brighton who gets a game despite mentioning Soviet Strike which isn’t out at the time of writing! 
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4 | FIGHTERS MEGAMIX WORLDWIDE SOCCER’97 
5 | ELEVATOR ACTION RETURNS VIRTUA COP 2 
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If this warrants more attention... 


.»» We'll stick it in the Big in Japan next issue. 
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| FIVE COPIES OF INDEPENDENCE DAY UP FOR GRABS 
1 PLUS FIVE COPIES OF THE DAY THE EARTH STOOD STILL! 











»'s sci-fi film, The Day the 
ype flicks. To 





f alien invasion 





th videos just answer this brain-draining qi 


1D4 star Jeff Goldblum is due to star in which prehistoric 
movie sequel this summer? 


If you think you know the answer send your entries to the usual address 
and mark them KLAATU, BARADA, NIKTO! Correct answers will be drawn 
at random and each winner will receive a copy of both Independence Day 
and The Day the Earth Stood Still on video. 
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Area 51 does not exist. 


And if you're smart, you'll stop asking questions. 


The Smash Hit Arcade game that shows you what your government won't. 
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Well, maybe not. You see, in mid-1996 a company called 3D 

Realms released the final version of Duke Nukem 3D. The game 
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Cen eee er eC eee Cem T| Lobotomy have coded in just two of the game's myriad weapons _very first to be found in the 
December last year when the identity of the programmers was _ so far. They are the Mighty Foot (which Duke uses to kick the Ce ea 
finally revealed! crap out of the alien scum) plus the basic hand gun. This fires off __ that Lobotomy have trans- 
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HOW DO THEY DO THAT? 






How did Lobotomy Software come up with a 3D engine so far 
in advance of what other companies have achieved? For 
starters, their engine wasn’t ported across from any other sys- 
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The beauty of this system is speed. Lobotomy’s engine can 
reach 30 frames per second, the same as Alien Trilogy, but with 
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The PC version of Duke Nukem 3D was pretty spectacular, but the Saturn version 
should prove to be better still thanks to the supreme coding competence of 
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DCO oS detailage and you can expect just about all of it in the Sega game, 
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LOBOTOMY INTERVIEWED! 


DUKE NUKEM PLANS REVEALED! 


In a world exclusive, Lobotomy Software kindly agreed to be interviewed by SEGA SATURN 
MAGAZINE and revealed the full extent of their incredible plans for the Saturn version of Duke 
Nukem 3D! Read on, and prepare to get most excited indeed... Interview by RICH LEADBETTER 





SSM What are your thoughts on the PC 
version of Duke Nukem 3D? 
LOBOTOMY We were developing 
Exhumed PC at the same time Duke 
was in development, so we are very 
familiar with the Build engine and how 
complex a game can be done with it, 
while still being very fast. Duke was 
designed with the intent of pure action 
and lots of tricks. Exhumed on the 
other hand is more of an action 
adventure that has a very different, and 
we think, better feel. Overall, Duke is a 
very cool and fun game. 


SSM What did you think when you 
were confronted with the task of 
bringing the game onto the Saturn? 
LOBOTOMY Can the system handle the 
complexities of the game and can we 
do it justice? We mulled this over for 
quite some time before we were confi- 
dent we could do a killer Duke game on 
the Saturn. Once we reached that point 
of confidence, it was an opportunity we 
couldn't pass up. Our ultimate inten- 
tion is to be the first console version of 
Duke, and also the best playing and 
best looking version available. 


‘SSM How did Lobotomy come around 
to getting the assignment? 

LOBOTOMY Another company had been 
contracted to port Duke to Saturn, but 
the system just couldn't handle a direct 
port of the Build engine and still have 
an adequate frame rate. When 
Exhumed was released for Saturn, we 
demonstrated an engine and game sys- 
tem that could run circles around other 
30 corridor games. When Sega realized 
we had experience with Build, and had 
a fast 3D engine, we became the devel- 
oper of choice. Luckily we had resources 
becoming available at the same time. 


‘SSM Since our last interview, how has 
Lobotomy changed? Are you using the 
same core team for Duke Nukem or 
have you expanded? 

LOBOTOMY The company hasn't 
changed significantly, but we are 
applying more resources to Duke than 
we have on any project we've done in 
the past. It's very important the game 
is done on time and of the highest 
quality possible. Basically half the com- 
pany is working on Duke and the other 
half is working on another project. 


SSM Are you working on more than 
one project at this time? 

LOBOTOMY We are doing several pro- 
jects, in that we are still putting the fin- 
ishing touches on the PSX version of 
Exhumed, working on Duke, starting 
pre-production on an original 
Lobotomy game, and beginning pro- 
duction on another 3D Saturn title. 


SSM There was talk of an Exhumed 
sequel... Are those plans on hold now? 
LOBOTOMY We are still talking about 
doing an Exhumed sequel, but it will 
likely be an all-new adventure, rather 
than a rehashed version with different 
levels and a few new monsters. 


SSM Are you using the Exhumed 
engine to run Duke Nukem 3D? 
LOBOTOMY We are indeed using the 
Exhumed engine. It’s a proven technol- 
ogy and performs very well. In order to 
handle the large expanses of open 
space in Duke, we had to modify the 
engine considerably to maintain the 
frame rate. We ended up implementing 
a “mip” level system so that the 
number of polygons contained on a 
wall are reduced as you get farther 
away from it. Visually you can't really 
tell the difference, especially when dis- 
tracted by monsters trying to kill you! 
We also enhanced the lighting capabili- 
ties of the engine and added support 
for the blood splatters on the wall and 
various other tricks in Duke. 


SSM The Exhumed engine boasts a 
number of impressive lighting effects 
which aren’t present in PC Duke... 
LOBOTOMY Yes all the cool lighting and 
effects in Exhumed will be present in 
Duke, but in a different way. So far the 
effects we have implemented are really 
cool. | think it will blow a lot of people 
away. This is one area where Saturn 
Duke will be superior to PC Duke. 


SSM In the last interview, Ezra 
Dreisbach mentioned the possibility of 
speed Increases and improved dynamic 
lighting. Will any of this surface in 
Duke Nukem 3D? 

LOBOTOMY The speed of the engine is 
faster, but the complexity of the game 
is much higher. Ultimately, it will 
probably be a wash and the game will 
be similar in speed to Exhumed. As 
stated in an earlier question, the light- 
ing is in many ways improved over the 
lighting in Exhumed. Most of it is just 
how the environment reacts to the use 
of cast lights and dynamic lighting, and 
the Duke setting, it will look dramati- 
cally different from the Exhumed light- 
ing, even though the technology behind 
it is basically the same. 


SSM Considering the differences in avail- 
able memory between the PC and 
Saturn, will porting across any of the lev- 
els and graphics cause any difficulties? 
LOBOTOMY There is a limited amount 
of memory available on the Saturn and 
we are finding creative ways to exploit 
all of the memory available. With 
Exhumed PC, using the Build engine, 
we went crazy using all kind of art, 
because the graphics cache system 
worked very well. We don’t have that 
luxury on the cosoles, but thus far we 
have been able to deal with it effectively. 


SSM Are you planning on incorporating 
all of the levels of the PC game? Will 
there be any compromises? 
LOBOTOMY At this point there aren't 
any plans to scrap any levels. However, 
many of them are being massaged so 
as to maximize the game experience 
from level to level. 


SSM Do you have the option to 
improve on the original PC game as 
you see fit? Team Dolls Il, perhaps? 
LOBOTOMY We are doing a port which 
by definition is as close to the original 
as possible. It hasn't been decided if we 
will offer any secrets not originally in 
the PC version. 


SSM In terms of multi-player activities, 
what are you planning to do in this 
regard? What modes will there be? 
LOBOTOMY This is something that is 
yet undecided. There are pros and cons 
for multi-player support and we are 
going over all of those issues right now. 
Obviously Netlink support would be 
very popular among Netlink owners. 


SSM Right at this moment, what's the 
state of the play with the conversion 
from the PC to the Saturn? What have 
you achieved now and what’s next on 
tthe list? 

LOBOTOMY We are currently working 
over all of the levels, one at time, and 
putting in all the weapons and mon- 
sters. We will deal with all the 
interactive tricks last. It’s actually fun to 
play right now and we've only been 
actively coding for alittle over a month. 


SSM At the same time that Sega revealed 
that they had signed up Duke Nukem, 
they also revealed that Quake would be 
heading for the Satu at much the same 
time. The big question everyone is asking 
at the moment is, can the machine han- 
dle a proper conversion? 

LOBOTOMY Quake is a very technological- 
ly demanding game. From what we know, 
Sega has great confidence it can be done 
on the Saturn, and they should know. 


SSM With both games due to appear 
within months of one-another, does 
this increase the pressure on your Duke 
‘Nukem work? 

LOBOTOMY We have seen the work 
that has been done on Quake for 
Saturn, and we are confident our engine 
is superior. That lessens some pressure, 
and having the engine technology in 
hand lets us concentrate on the game. 


SSM Bearing in mind the poor quality 
of Saturn Doom and the so-so nature of 
the Hexen engine, do you feel any pres- 
sure to innovate a technology already 
way in advance of the competition? Do 
you believe that there is anything else 
you can coax out of the Saturn? 
LOBOTOMY No not really. There isn't 
much pressure to do more with our 
technology than we are doing with 
Duke. I'm sure more can be coaxed out 
of the Saturn, but for us it will take pro- 
gressively more time and effort to do so. 


SSM Obviously, Duke Nukem is an 
eagerly awaited title and it can only be 
good news that Lobotomy are on the 
job. Is there anything extra you'd like 
to tell our readers about the state of 


LOBOTOMY There will be a lot of hype 
about this game, and it's all true! 
Seriously, in many ways this game will 
rival the PC version. We are concentrat- 
ing on making Duke fun to play and 
exploiting the technology we have 
available to support that goal. If you 
like Exhumed, you'll love Duke on the 
Saturn. If you haven't checked out 
Exhumed yet, you should (shameless 
plug). Thus far, nobody has been disap- 
pointed. 


SSM You're damn right there. Thanks. 
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TOMORROW’S TECHNOLOGY TODAY? 
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Satur version of Syndicate Wars, we were impressed to see that 
the game's front end now boasts a stunning rendered sequence, 
perfectly setting the mood for the intense experience ahead, as 
well as some impressive rendered icons to enhance the game's var- 
re nn IG ee Re eRe ead) 
OO cece eee is 

“The Satur is a general purpose games machine, while the 








DECOR Ce one Ome EDC y 
ee ee cca se ents 
esau ne Cn CeCe Se cece Sens 
So a CMe eco OU nese 
PC ERC reno ce tae eto 
sion is to basically get the engine up and running. This was diffi- 
eterna en Ce WE Rac 
Steve (the PSX converter) has an 8 Meg development system, 1 
Pee eee ete cnr et ECE eo 
CR Ret cnet ce ONO 
RS eo nsec ee Latin 
PNR Sue ote CO onto es occas 


THE END OF THE WORLD AS WE KNOW IT 
Ne eee ean mc ieee 
PSR as meee om Cn Coro ee ince 
Peek eer a ened 
May deadline, time is of the essence, Whether Syndicate Wars will 
Po Se ese c nnn een acta 
looks set to receive yet another classic title, as Syndicate Wars seems 
to effortlessly bridge the gap between both strategy and action 
games. SEGA SATURN MAGAZINE will bring you the futuristic cae 
ished results in a few issues’ time! 









Ree ad 
Sea 
Pe Ou eed 
Pa 
ens 











Ree ud 
CORO 
BU 
footage and CG vehicles. 


RUUD ae a 





After a recent trip to Sega HO to test their latest wares, one of the biggest surprises (of which there were plenty) was the first 


playable Saturn version of Sega's Model 2 coin-op Sky Target. Want to know more? Read on. 
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Taking a leaf out of Panzer Dragoon’s book, if 
such a thing existed, Sky Target has huge end- 
of-level bosses making your fighter plane look 
pretty puny in comparison. Destroying these is 
not an easy task and it's made worse by the 

fact that there’s a time limit, adding a sense of 
urgency to your aerial antics. Seriously, these 
enormous great bosses really are worth looking 
out for in Sky Target. | 









If you don't manage to blast the enemy ‘planes with your missiles, try to take them out at close 
range with your craft's on-board cannon, 


22 SEGA SATURN MAGAZINE 


0 doubt many of you will be wondering 

what Sky Target is, not that it takes 

much working out. It’s an into-the- 

screen aerial combat game in similar 
vein to the classic sprite scaler coin-op Afterburner 
and was first revealed at the JAMMA show in Japan 
at the back end of 1995 to a warm welcome. In 
keeping with Sega’s tradition of converting their 
Model 2 coin-ops, a Saturn version seemed merely a 
formality. Or so we thought. 

However, as has been the case with a few of 
Sega's coin-ops of late, notably Manx TT and also the 
Sega Ages games, the conversion work isn’t actually 
being carried out by Sega themselves. It’s being done 
instead by the team responsible for the Ecco the 
Dolphin games on the Megadrive. Only now, 18 
months after the release of the arcade game are we 
beginning to see the fruits of their labour. 

Sky Target has you piloting a state-of-the art 
fighter plane through enemy territory on a mission to 
destroy a stolen top secret prototype fighter. What 
this means in gameplay terms is blast the living day- 
lights out of anything that moves using your machine 
gun, homing missiles and Balkan bombs. It’s that sim. 
ple. There are various enemies for you to encounter 
which differ according to the level you are on. Though 
most of the time you'll be fending off hordes of enemy 
fighter planes, on some of the levels there's ground 
assault vehicles to destroy, enemy buildings and 
destroyer ships too. Destroying them is executed in a 
similar kind of way to Afterburner, using your lock on 
sight to target them before letting rip with a couple of 
missiles and blowing them out of the skies. There's 
also a Vulcan cannon too to use as back-up. 





Yet another top notch Sega < 
Sky Target |: 
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Like Afterburner, the main weapons at your disposal are homing 
missiles and cannons. 


Once you've defeated the enemy fighter planes 
on each level, you then come face to face with the end 
of level boss which is usually a heavily armoured and 
well fortified plane of gigantic proportions. This part is 
made especially difficult by the small time limit you 
are allocated with which to destroy it. 

As is the case with most games nowadays, you 
are given a choice of four different views from which 
to view the frantic action from. There's the full screen 
tip of the nose cone view, the fly by the seat of your 
pants cockpit view, the standard chase view and a 
slightly further back view. You also have a choice of 
four different fighter planes to pilot each of which 
differ in terms of manoeuvrability. There’s the F-14 
Tomcat featured in Afterburner and the Tom Cruise 
film of which it was a shameless cash in, the F-15, 
the F-16 stunt fighter plane and the French strate: 
gic fighter Rafale M. Quite why they didn’t call it 


hits the Saturn! 


COO! with super-smooth 3D update! 
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Here's a good example of one of the gargantuan end-of-level bosses. Typically you need to missile 
the hell out of key points on the super structure before the time runs out. 












Aim for the engines! Destroy! Ahahahahahaha! 
















Sega's classic , in Sky Target! 
Classic gameplay benefits from ) ) visuals! 
the F-17 is beyond me. Although Sky Target expand- _is still very early in development. Of the four fighter 
ed upon the original premise of Afterburner and planes that were in the arcade game only one of 
utilised the awesome power of the Model 2 board, them has been programmed in and handles quite 
for some reason it was nowhere near as popular. well with the others being present on the select 
This probably explains the large delay between screen. Likewise only the chase view is available 3D graphics means lovely panoramic viewpoints. 
the arcade release and the Saturn version at the moment, but rest assured that the 
and why Sega aren't doing the conver other three will make their way into | 
sion themselves. the final version. 4 : 

But what about the Saturn ee > Sky Target appears to be on Improving on the original Afterburner formu- 
version? Well although at a very rE schedule for a summer release, with la there are four different fighter planes for 
early stage in development with as the main problem that the program: you to choose from. Each of them handle quite 
only a couple of levels playable it mers are facing right now being how differently, though only one of them is 
looks very promising indeed. to make a rather shallow arcade expe- playable at this early stage in development. 
Obviously the resolution is lower rience into a lasting console game. There’s the F-14 Tomcat, the F-15, the F-16 stunt 
than the arcade original as is the Obviously this will arise through Saturn fighter and the Rafale M. 


specific features, such as the Ranking 
Mode. The smart money however will be on 


frame rate. But it all appears to run 
very smoothly at the moment with no 


noticeable slowdown even when the screen extra planes, different weapons and maybe extra 
is full of enemy bogies (I think that’s the phrase) levels. Who knows? One thing's for sure is that we're 
However the action was a bit sedated on the early _ going to be following how Sky Target progresses very 
version we played and not the in your face, adrena- _closely over the coming months until its release. 


line pumping action that we'd like. But like | said, it. §©____ ag 
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‘The ocean stage pits you 
against destroyers. 





As you fly across the stages you can expect to see some ground-to-air cannons and missile silos. 


Ranking Mode is designed to aor 
boost lastability. By the way, the light sourcing on your aircraft looks cool! “Lock on baby! I'm getting a hard on!” Oz Browne flies again! 
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Be warned, aliens are about to invade Saturn! Yes, the question of whether or not we're alone in the universe may about to be 
answered. Fox Interactive and Electronic Arts prepare to unleash the game of the video of the movie of the decade. 


ndoubtedly the most commercially suc- 





cessful film of '96, Independence Day has 
been hailed by many as being bigger 





than Star Wars. Yeah, right. IDq’s breath- 
taking special effects may have helped make it a 





Ca FOX INTERACTIVE 
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[ean MARCH 





must-see summer movie but one dimensional charac- 
ters and a sieve-like plot are hardly likely to usurp 











Despite a few graphical glitches, the visuals in Independence 
Day are usually a lot better than this. 


As Fox Interactive have access to the original 
source material the console versions of 
Independence Day will feature a healthy 
chunk of digitised movie footage. The intro 

| itself seems to last forever and there are strate- 
gically placed clips between each stage. Of 
course the Saturn's video playback capabilities 
are hardly legendary but IDq’s reduced window 
should result in some high quality FMV. 
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George Lucas’s epic space trilogy from its number one 
spot. Still, for sheer entertainment value, this every- 
day tale of ‘Us vs Them’ can’t be beaten, Whether it’s 
the nail-biting terror of watching extraterrestrial 
invaders turn our cities into rubble or the adrenalin- 
pumping excitement as we “whup ET’s ass!” 
Independence Day would seem to have it all. As with 
any megabucks movie licence it was inevitable there 
would be a console game based on the film's more 
action-packed scenes. After the success of both Alien 
Trilogy and Die Hard Trilogy it should come as no sur- 
prise then to learn that Fox Interactive are busy 
putting the finishing touches to the Saturn version of 
Independence Day. 

Scheduled for release on March 25, both the 
Saturn and PlayStation versions of IDq were originally 
to arrive to coincide with the movie's home video 
launch, However, extra development time has 
been taken to insure that the finished 
product is worthy of such a high profile 
licence, With a film that has grossed 
over $680 million worldwide both 
Twentieth Century Fox and distributor 
Electronic Arts are obviously keen to main- 
tain the quality of IDg regardless of format. 

Although it’s never revealed in the game, it 
would seem players take on the Will Smith role as a 
hotshot US Airforce pilot intent on stopping the alien 
invasion once and for all. Although the game contains 


| Cash-in alert! Indepe ) 
It's a pSeudo-Tl 






Those blue sparks at the top are the shields around the main flying saucer. Take 


out those shield generator turrets. 


» 





12 challenging levels, the basic scenario remains much 
the same as your mission involves flying a variety of 
aircraft (both man-made and extraterrestrial) into 
enemy held territory. Players are required to guide 
their craft over a scrolling 3D landscape using seat-of- 
the-pants flying to survive laser-blasting alien attack- 
ers and take out shield generators located on the hull 
of the mile wide mothership hovering overhead. These 
devices are usually well protected by armoured gun 
emplacements and as such may require multiple hits 
before the mothership is disabled. If 
players fail to take out the target 
within a set time limit, the alien craft 
releases a lethal energy beam, decimating the 
surrounding area and toasting the locals. Obstacles 
are provided by way of 3D scenery, such as buildings 
and rock formations, and players will often find them- 
selves successfully dodging a pursuing foe only to 
smash into a well-placed canyon wall. Each craft is 
equipped with such state-of-the-art weaponry as. 
chainguns and heat-seeking missiles although sup- 
plies are limited so keep an eye peeled for icons scat- 









lands on Sega Saturn! 


with actual footage from the film! 









Speaking of which, here is one of the afore~ 
mentioned turrets. Blast! Kill! Etcetera! 






to fly plenty of aircraft | 


tered throughout each level. Standard instrumenta- 
tion includes a radar, altimeter and weapons menu 
whilst your fighter is also equipped with a missile lock 
detection system and personal force shield 
Completion of later stages allows access to improved 
aircraft such as the shapely form of a high-tech stealth 
fighter and, ultimately, an alien scout craft. During 
missions players can select a variety of viewpoints 
including the obligatory in-cockpit option as well as 
external views from behind, from your wingman and 












Here you're on defense detail, which still 
involves plenty of alien blasting. 


1D4 appears to work with the NetLink. There’s 
head-to-head as well. 





this game gives 


Unlike the alien pursuit ships in the movie, the flying saucers in the game have 
‘no shields, making 'em easy to take out. 


Nearing the edge of the playfield here. 





Initially players are only granted access to one 
standard aircraft, an F-16, Successful comple- 
tion of each stage adds more vehicles to your 
roster. Complete the game and you can then 
tackle any stage whilst flying any craft. Each 
fighter has various capabilities such as the 
ability to carry a heavier payload or enhanced 


1 


you the opportunity 





even from missiles when launched 

In one player mode, 1Dg may resemble a latter 
day Afterburner but the game's two-player head-to- 
head option adds a whole new element to what may 
appear to be a straightforward shoot-em-up. Utilising 
a split-screen approach, players select one of ten air- 
craft and attempt to defeat each other in aerial dog 
fights with the loser facing an untimely demise at the 
hands of a superior pilot. 

Although still unfinished at the time of this writ 
ing, |D4 seems to have enough action and multi-play- 
er mayhem to do the film’s licence justice even if some 
liberties have been taken with the plot. Saturn owners 
can expect a full review next issue and if you're inter- 
ested in winning a copy of Independence Day on video 
turn to the news section now as we've got five copies 
up for grabs! 


manoeuvrability. 





The A-10 “TankBuster” ‘The stealthy F117 fighter. 





One of the best, the SU-27. 





X-29: it’s very speedy. The YF-22 Rapier. 





Oooh. It's a YF-23! 


The so-so Eurofighter. 
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Who says there's too much violence in videogames? Well it's certainly not Konami, as they're about to release their violent arcade 


shoot ‘em up Crypt Killer. 





KONAMI 








oa TBA 





SHOOTING GAME 














Crypt Killer may be arcade perfect, but the arcade isn’t per- 
fect. Take a look at the shots and you'll see how pixilated it is. 





(Left) The six different levels are accessible from the very 
beginning. (Right) Yul Bryner makes a surprise appearance. 


As in the coin-op, Crypt Killer has a simultane- 
ous two-player mode which is good fun if you 
have two guns but it’s a bit crap if one player is 
using a pad. The screen does get rather confus- 
ing at times though when there's two guns 
blasting away at once but it does make com- 
pleting the game slightly easier. Recommended 
for one of those after closing time drunken 
videogames sessions. 
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t was almost a year that those who 
forked out for the Virtua Cop and gun 
package had to wait for any software sup- 
port for the accessory. Although Cop was 
an excellent game with a lot of replay value, like most 
Saturn owners | yearned for a new shooting game with 
which | could use my pale blue pistol. Then out of 
nowhere, several of them came along at the same time, 
amongst them the amazing Virtua Cop 2. This seems set 
to continue this year with more gun totting games in 
the pipeline. However the problem with these games as 
in the arcades, is that with the exception of the Sega 
classics, most of them are crap. | wouldn't waste sop on 





z < , 
When you are hit by one of the hideous creatures that inhabit 
each of the levels a red blob appears on the screen to let you 
know. If you get too many red blobs, you die, 





u to dispose 
of including blood sucking bats, scary skeletons and crabs. 








Unleashing a bomb clears the 
screen of all monsters. 


them in the arcade, never mind handing over forty quid 
for a Saturn version. Well Konami are hoping to reverse 
this trend with their latest release, a conversion of the 
arcade shoot 'em up Crypt Killer. 

To be honest, most first-person perspective shoot 
‘em ups don't differ all that much and Crypt Killer is no 
exception. Sticking to the tried and tested gameplay 
of the many before it you simply blast everything that 
enters your field of vision. Shallow maybe, but fun 
nevertheless. To this effect you are fully armed with a 
handgun and six shells, which when depleted can be 
reloaded by shooting outside of the screen (where 
have we seen that before?). In addition you carry sev- 
eral bombs which when used have the effect of clear- 
ing the screen off all the enemies. Power-ups can be 
also found along the way too, which when collected 
equip you with a different weapon which you retain 








It’s amazing what kind of creatures Konami obviously think 
inhabit crypts, like this foul demon (above). 





ceesits©2 
One blast from a shotgun and these hell fiends spill their guts. 


Sticking to the 


you simply 


until you get gunned down like a stinking pig. Some 
power-ups contain extra lives too, which are essen- 
tial for completing the game. However it's not gang- 
sters you're fending off on this occasion, but hordes 
of garish mutants attempting to sap your soul of its 
will to live. Or something like that. There are shed 
loads of skeletons hurling ribs at you, a gargantuan 
amount of gargoyles, decomposing zombies, the 
seven-headed Hydra, the nuisance of the Nemesis 
and the snake ridden Medusa 

There are six dark and eerie worlds for you to 
wander around inhabited by the undead and with a 
large boss character at the end waiting to thwart your 
progress through to the next level. Each of these levels 
are selectable at the very beginning allowing you to 
complete them in any order you want. in similar fash- 
ion to VC2, Konami have sought to avoid the linear 
gameplay of most first-person shoot ‘em ups by incor 
porating multiple routes into the gameplay. This 
means there are loads of different ways to complete 
the game adding to the games lastability somewhat, 





V'm sure I've seen these in an 
episode of Dr Who. 


of the many before it 
that enters your field of vision. 





though most of the time you progress through a pre- 
determined route. 

Whether Crypt Killer can repeat the success of the 
arcade version remains to be seen. Although arcade 
perfect in the graphics stakes, the sprite-based ene- 
mies look very pixilated and ugly up close. But possibly 
the biggest problem is that the main appeal of the 
arcade game was the pump action shotgun which was 
used to blast the enemies with. Somehow using the 
Virtua Gun just doesn't quite feel the same, though it’s 
infinitely better than the standard pad. The two-player 
mode of the arcade has made its way in to the Saturn 
version which makes it slightly easier but at times con- 
fusing as you've little idea as to who has killed what. 

Over the past few months we've seen the likes of 
Chaos Control, Mighty Hits, Die Hard Trilogy and Area 
51 all utilising the virtua gun. Whether Crypt Killer can 
compete is uncertain at the moment as it’s not fin- 
ished. Rest assured that such answers will be forth- 
coming ina future issue of SSM 








Danger lurks round every corner, like these particularly scary 
blue things that fire blue things at you. 


Ina similar way to Virtua Cop 2, Crypt Killer 
features multiple routes in an attempt to get 
away from the linear type of gameplay. This 
effectively doubles the size of the game and 
there’s already six levels in there. To access 
your chosen route midway through the 
level, you must shoot away the chains that 
lock the entrance. 
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EPAPREVIEW! 


RETURN FIRE 





Over the last few days we've been working up a sweat by having some furious tanking sessions in the SSM office with the unexpected 


arrival of this month's second tank related game Return Fire. Prepare yourself for battle. 
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eturn Fire is the sequel to the classic 
Amiga game Firepower and first 
appeared on the 300 some time ago. In 
fact, if truth be known it was one of the 
few games actually worth purchasing on the ill- 
fated console. It was also released on the 
PlayStation last year to a warm response and 
now the inevitable Saturn conversion is 
rea near to completion. 

The basic idea of Return Fire is 
WRRRBIIR | simple enough. infitrate the enemy 
base and capture their flag causing 
as much death and destruction as 
you can along the way. Simple. Well 
er...no, not quite. You see each enemy 
base is heavily fortified with various 
gun turrets and enemy soldiers which 
makes busting through a difficult task indeed. 
Once in you have to locate the flag which is con- 
cealed in one of the enemy towers. Then finally you 
need to retrieve the flag and take it back to your 
underground bunker without being blown to 
pieces. Believe me, it’s not as easy as it sounds 





















eat 


Return Fire is regarded by many, myself 
included as one of the greatest two-player 
games ever. It's sort of a race to find the 
opponents flag before he finds yours. This 
gives rise to some awesome head to head bat- 
tles and cheesy tactics. 


‘The enemy bases are very 
well protected indeed. 
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The vehicle select screen shows you your 
underground bunker and range of vehicles. 





There are four vehicles at your disposal each of 
which are interchangeable during the course of the 
game. The key to success is selecting the right vehi- 
cle for the right task. So for example you could use 
the tank to blast through the enemy defences 
before changing to the jeep to retrieve the flag as 
it's the only vehicle that can carry it. 

Possibly the best feature of Return 
Fire though is the superb two-player 
mode which retains the same flag 
SS A turing gameplay of the single- 
player mode. However you soon 
become preoccupied with attempt- 
ing to thwart your opponent's efforts 
whilst racing to get his flag back to 
your base first. This gives way to all 
sorts of cheap tactics, such as hiding your 
own flag way out at sea so your opponent 
can't get it or laying mines all around your oppo- 
nent’s base. The music is also excellent. | never 
thought I'd ever find myself saying that classical 
music is cool, but in this instance it is. The various 
classical tunes add immensely to the tension and 
atmosphere and fit perfectly with the style of game. 

As for the Saturn version, well obviously the 
transparency effects are missing but this makes no dif- 
ference to the gameplay. However in the unfinished 
version we have the frame rate is quite sluggish espe- 
cially in two-player mode and nowhere near the stan- 
dards set by Mass Destruction. Hopefully this will 
change in time for the review next month, so we'll be 
keeping our fingers crossed until then. 


—______* 
“¥¢ 
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The two-player option is excellent and takes 
the form of a vertical split screen. Hoorah! 
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The ESSENTIAL GUIDE to the PLAYSTATION, and more... p hy 


Every month we like to change, or improve, something about SEGA SATURN MAGAZINE. Since virtually the entire mag has 
changed since Rich took over, it’s about time we turned our collective gaze to the Letters page (which hasn’t). So here we have 
it with the all-new Virtua Writer page! Let’s have some entertaining debate right here by sending in your missives to: VIRTUA 
WRITER, SEGA SATURN MAGAZINE, 37-39 Millharbour, Isle of Dogs, London, £14 9TX. The most thought-provoking or enter- 
Pete ter eco eee ys Pete Ms Ces OeR TT See Cee Bini) 





ELECTRONICS BOUTIQUE: 
THE GOOD, THE BAD AND THE UGLY 
Dear SSM 
I've just read the letters concerning stores such as 
HMV, Comet and Game etc. persuading people to 
buy PlayStations instead of Saturns. | also experi 
enced this in my local HMV in Bromley. When | went 
in to buy a Saturn, VF2 and Sega Rally (only because 
you get a free pad) | asked the assistant a few ques 
tions about the Saturn. He then started going on 
about how Tekken was better than VF2 and Ridge 
Racer was better than Sega Rally. | promptly laughed 
and left the store. As | was walking down the high 
street | decided to go into Electronics Boutique and 
asked the same questions to the assistant as | did at 
HMV. One of them had a PlayStation and said the 
main reason he got it was because of better graphics 
and major game releases a few weeks earlier. The 
other assistant who owned a Saturn told me how 
fantastic Sega Rally and VF2 were (and let me try) 
and told me about future releases such as WipEout, 
Loaded (which | own and love) and Euro '96. | decid 
ed to purchase my Saturn with VF2 and Rally with 
which they gave me a free copy of SSM and MMS. 
which | still buy now. So overall | recommend EB as 
the store to buy Saturns and games from as they are 
unbiased, correct and helpful 

Themis Bakas, Nunhead 


This may be so in your case Themis, but 
S&P could show a sack full of letters to the con- 
trary. Like this one... LEE 


Dear SSM 
I'm an avid Saturn fan and think your magazine is 
the best in the world. | have two points to make. 
Firstly I'm fed up with people slagging off the Saturn 
| bought my Saturn in November because | couldn't 
wait till Christmas, so | went shopping to buy a 
Saturn game. When | went into Electronics Boutique 
| couldn't believe my eyes. There was two little 
shelves in the corner which had Saturn games and 
the rest of the shop was PC and PlayStation games. 
The Saturn games they had were old ones which 
came out with the Saturn in 1995. To top it off the 
blokes at the counter were telling people that the 
Saturn had no good games and so they should get 
the PlayStation. So they're saying that Nights, VF2 
Fighters MegaMix, Manx TT, Soviet Strike, Daytona 
CCE and Sonic 3D are crap! | don’t think so. 
My second point is | think you should bring out more 
demo discs so people can play the Saturn's great 
games 

Paul Jolly, Coulsdon 


And so the controversy rages on, at some 
length. To address your first point Paul, 
the thing that really scares me is that these peo- 
ple are allowed to vote. God help us come May 
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time. Maybe you should get together with 
Themis and have a fight about it. As for your sec- 
ond point, we're working on it at this very 
moment. LEE 


RICH IS FIT SHOCKER 

Dear SSM. 

I've got a couple of things | want to get off my tits, okay? 
In Dixons the other day | was looking at the Saturn 
games with my friend Roxanne when | saw a couple 
looking around at computers. Anyway a women 





BOOK WINNER 
SONIC DOOM! 
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After reading two letters in 
issue #14 and #16 my brain 
started ticking over with 





ideas for a new game. After 
many hours of non-stop 
thinking it suddenly hit me, why create new 
characters and plot when the best ones are star 
ing us in the face. Here is my game. It’s called 
Sonic Doom". It takes everyone's favourite blue 
hedgehog and puts him in Mobius hell with a 
shotgun. Like Doom you can blow your enemies 
away in a pile of blood only this time the bad 
guys are cute little bunnies, squirrels and 
pigeons with machine guns. You can blow their 
heads off and watch their cute little guts spew 
out all over the floor. 

On the other levels you have to leg it after 
Dr Robotnick down a corridor and shoot him up 
his fat ass with a BFG 9000. Wouldn't it be great 
if after all this time Sonic gets to participate in 
some mindless violence. You could even throw in 
a few plums. 

‘Mark Beswick, Rugby 


I grow weary of the endless references to 
plums that plague our letters page. LEE 
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assistant came up to them and said “can | help you?” 
They said they were looking for a console and you'll 
never guess what they recommended, the Saturn, 
yes | couldn't believe it, She said that the Saturn had 
the most varied and strong line up and listed Virtua 
Fighter 3, X-Men vs Street Fighter, Sonic Fighters and 
Quake. 

One thing that gets me though is them stu- 
pid gibbons who fancy women game characters. 
Look boys, calm down, they're only fictitious charac 
ters. | mean, | think Harn from Guardian Heroes is a 
hunk but he’s not real so | don’t go writing into Sega 
mags telling them that | do. Oh and Daytona CCE 
wasn't that bad. Oh and print my letter this time. 

Laura Baites, Chesterfield 


PS | think Rich is FIT! (Although | haven't seen his 
body, so if he could appear naked perhaps?) 


What a preposterous idea to have Rich butt 

naked in our highly respected magazine. 
He would never under any circumstances lower 
his standards to such demeaning and degrading 
levels, not for any amount of money. But I’ve got 
some Polaroids if you want them. LEE 


Ah Isee... and just what exactly do you use them 
for, Lee? RICH 


OH GOD, NOT DIGITISER AGAIN 
Dear SSM 

| was flicking through the Teletext pages the other 
day and found a computer games section (Digitiser) 
After reading a few pages | made a shocking discovery. 
Stuart Campbell (one of the writers) referred to the 
wonderful black box that is the Saturn as “Horrible 
Sega's diabolical Saturn”. He also said that Worldwide 
Soccer '97 was “ludicrously over-rated 

However he did not just say that, oh no. He 
then started talking about PlayStation games. “The 
zoomy Fi’, “the brutal Tekken 2”, “the blasty Die Hard 
Trilogy”. Don't get me wrong, these are all pretty good 
games and | have played them loads. But how about 
“the dreamy NiGHTS", or “the ultimate Fighters 
MegaMix”, eh? He said nothing about these games 
and they're ten times better than anything the PS. 
could do. 

Anyway, | have vowed never to read Digitiser 
again, ha ha! Oh, by the way, can anyone out there 
get a cheat to work on Guardian Heroes? 

Laurie Harriott, Brighton 





And so the Digitiser backlash begins. The 

letters have been piling in on this topic, 
some suggesting Digitiser should be renamed to 
“The Unofficial PlayStation Magazine”. Just bear 
in mind the old anecdote, “you get what you pay 
for”. LEE 





As Clint Eastwood said in the lamentable Dead 
Pool movie, “opinions are like assholes. 
Everyone's got one”. But the distinction between 
opinion and informed opinion is made clear by 
Mr Campbell’s various comments. RICH 


VIRTUA FIGHTER 3 ON 
PLAYSTATION?!? YEAH, RIGHT 
Dear SSM 
| was really looking forward to this year what with 
games like Virtua Fighter 3, Fighters MegaMix, Die 
Hard Arcade, Manx TT, Marvel Super Heroes and X 
Men vs Street Fighter. | really thought that this year 
the Saturn would be king of the consoles and at last 
get the respect that it truly deserves, But I've just 
read something which is a bit disturbing. | first saw 
it on Digitiser but then we all know what they're like 
so | didn’t pay much notice until a few days later 
when | saw it in a magazine. It said that the 
PlayStation now out sold the Saturn in Japan and 
since Japan was the only place where the Saturn 
ruled it now meant that it was in serious trouble. it 
said that because Sega had lost millions and millions 
of dollars in Japan due to the Saturn that this year 
would be the last for the Saturn. 

It said that instead of releasing a new console 
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it would just make games for the other consoles like 
the Nintendo 64 and the PlayStation. In fact it said 
that you shouldn't be surprised if a Virtua Fighter 
game came out on the PlayStation later this year. It 
even said that it could be VF3 because the 
PlayStation could handle a first rate conversion with 
out paying out for a 3D cartridge like you'd have to 
for the Saturn, 

So come on and tell the truth. What the hell 
is going on? Is this year Sega's swan song or is the 
above just a pack of lies spread by Sega's scared com- 
petitors. We must know. 

Peter Wright, Dover 





It wasn’t by any chance a PlayStation mag. 
PH azine you read this in was it? Not having 
the sales figures at hand I couldn’t say which 
console is selling more in Japan. But if it is the 








PlayStation it wouldn’t surprise me because 
they've had some big games out recently which 
inevitably sells more machines. But when Sega’s 
next big wave of arcade games come out it will 
doubtlessly swing back in the Saturn’s favour. 
That's the nature of the industry. The suggestion 
that the PlayStation could handle VF3 is ludi- 
crous. Compared to VF2, VF3 has even more com- 
plex 3D backgrounds and fighters and millions 
of polygons it would be an impossibility. Not 
that Sega would even try. LEE 


With the hi-res, multiple playfields and such and 
such, VF2 on Saturn would be impossible to repli- 
cate on PlayStation. So, as for VF3 appearing on 
PlayStation... well whoever wrote that is clearly 
betraying a severe lack of journalistic compe- 
tence. RICH 


RIDDLED WITH DAMN 
PLAYSTATIONS 

Dear SSM 

| am writing to you about your response to Virtual 
On. | have played it and think it’s rubbish. The best 
part about it is the graphics. It moves too quickly and 
you can't see what you're doing. Why the hell did it 
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get a 93% rating. | just needed to get that off my 
chest. | would like to add why the hell don’t Sega 
pull their fingers out and get some adverts going. 
| say this because the area which | live in is riddled 
with damn PlayStations and they will not listen to 
me about the Saturn. They think Ridge Racer 
Revolution is better than Sega Rally. Aren't they 
stupid? 

Jonathon Marshall, Birmingham 


Virtual On can initially appear as being a 
S very shallow game. It’s only when you 
realise that using the boost button in conjunc- 
tion with your various weapons producing 
many different effects, which in turn leads to 
many new strategies. Which I thought I'd 
explained earlier. The game is awesome and 
moves into stratospheric territories of excellence 
when you play it in two-player mode. Hence me 
marking it up to 94% the following issue. RICH 


Virtual On deserved every percent of its score as 
I think most Saturn owners will testify. I sug- 
gest you go back and play it some more and 
don’t bother us again. And yes they are very stu- 
pid indeed. LEE 











I think you should have more dem 






s. As well as 
your fantastic ma; y CVG and they also 
said it encourages people to b 
bought the Jan issue with Fi 











y more games, 
3 and I have really 
sidered buying Tomb Raider after playing the 
demo. 


Phillip O'Reilly 











We will produce a cover-mounted demo CD 
&®F whenever we can get hold of a quality disc. 
It's that simple. Better we stick to our awesome 
quality than produce one game demos of old 
titles. RICH 


Dear SSM, 


a Power th 
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Saturn v your mag an 
better set the record straight. In my opinion, Sega 
Power are spreading Bullcrap. 

Ian of Stourbridge, West Midlands. 
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At risk of turning this into a veritable bun- 

® ‘ight of a debate, I think this is referring to 
a review of Olympic Games which never came 
out on Saturn but was reviewed in SSM before I 
took over as editor. Eidos Interactive have 
explained Sega Power's error to them - we did 
review the Saturn version (although one or two 
multiplayer aspects were missing) but Eidos just 
didn’t release it, hence the misunderstanding. 
It's as simple as that. We would never review PS 
code - that would be about as honest as printing 
PS shots of Resident Evil scanned from a Jap mag 
and saying they're Saturn ones. D’oh! RICH 


Dear SSM 


So the PlayStation’s better placed to convert arcad® 





onvert which arcade games exactly? 
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Come on, everyone knows that Sega inno 
ind Namco copy. Example: T 
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games ever 
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hanc ighters MegaMix agains! 
Fighters with all t! 


William Curley, Surrey. 





Namco occasionally innovate (see Alpine 
® yacer), but generally your statement holds. 
As for the Vipers - in VF mode they get caned. In 
FV mode, their power makes up for a lack of tech- 
nique. But if any Viper thinks he can take down 
Akira, he's got another thing coming. RICH 


Dear SSM, 

















u asked what we thought of Daytona CCE 
Basical and (issue #16) is talking out of 
his bottom, [He then takes Lee on point by point 
and says Daytona CC od - Rich]. Overall, put it 
n HARI put of the Daytona car (it's miles 
de and prey araceanda 







that before? Don't w 
TJ Bennett, Bedfordshire 


In many ways, Daytona CCE was disap- 

@ vcinting, but compared to the majority of 
Saturn games, it’s clearly of a good quality. But 
Manx TT firmly puts Sega back on track, if you 
will excuse the pun. RICH 











The monthly excursion into Q+A territory has come around once again, so 
it's time for the greatest criminal mind on the planet (with assists from Sega's 
Mark Maslowicz) to use the smallest portion of his vast, inventive genius to 
look at your letters and answer some of them. Oh by the way, please don’t 
start your letters with ‘I've written ten times and you've never printed a let- 
ter”. The reason your letters haven't been printed is because they are boring 
and if you can't get it right in ten attempts, it’s just not worth the bother! 
Write to O+A, SEGA SATURN MAGAZINE, 37-39 Millharbour, London E14 9TX. 


$$ Krier 


A TEENAGE GIRL WRITES... 
Dear Q+A 
Hello greatest Saturn mag on the face of the Earth! | have 
a lot of questions about gam 
recruited female Saturn fan. It's the boys who know most 
about the gaming world, so please answer these. MMS 
and CVG are too damn stubborn to print a teenage girl's 
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queries, so I'm writing to you instead to see if you are just 

as bad as them! 

1. What is that FMV you keep saying? What's it stand for? 

2, Has Yu Suzuki said anything about the VF3 chip? 

3. IF | get VE2 will the Kids edition be worth getting? Why? 

Does it have extras or something? 

4. Will the B-Univ CDs be on sale in the shops? Please say 

yes! Please oh please oh please! 

5. Because | haven't got Sega's address I'll have to ask you 

guys this, Why didn't Sega make Streets of Rage 3D instead 

of Die Hard Arcade? Will there be a future release? After 

selling my Megadrive | miss playing Blaze. 

6. Will there be a Tomb Raider 27 

7. Why don't you let readers send you some artwork you 

could print. After all you are the dominant Sega mag. Let's 

tease the PlayStation with some art? 

8. Why do you sound so bored when replying to Q+A? Get a 

mascot! 

g.Is it true that the Saturn can play audio CDs? And what 

would happen if | put a Saturn CD into an audio CD player? 
Rhoda Villegas, Catford. 


= Never let it be said that SSM lets down the 

GP svecssge gicts fn var beleved collective iwadas: 
ship! 1. FMV stands for full-motion video. Basically it's 
the movie style bits as opposed to the gameplay bits. 
2, Nope. 3. It's cuter with some extras, but basic VF2 is 
the better game. 4. I'm afraid not. 5. There may well 
be a Saturn Streets of Rage game before too long (but 
then again there might not be). 6. Yes and it should be 
out late October. 7. Hey I'm not stopping any one. 8. 
I’m not bored at all. In fact, I find this task so exciting 
I think I’m going to have to shoot myself! g. Just put 
the CD in and it will play it. As for playing Saturn CDs 
on your hi-fi, you'll just hear the CD tunes. 


DESTRUCTION DERBY FETISHIST 
Dear SSM, 
This is the fourth letter | have written to your mag and 
you've not printed any. So please print this one. 
1. bought Destruction Derby about a week ago and 
when | look at the PS version the buildings don't pop up, 
there's fog on the City Heat stage and it’s full-screen. Why 
is this different on the Saturn version? 
2. In your review you only mentioned five tracks, but 
when you move up a division the tracks change. Don't 
you think this adds more lastability so the overall mark 
should go up? 
3. Is DD2 coming out on the Saturn in the near future 
because DD is ace! 
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4. Are 
coming out? 


any of the Namco games like Ridge Racer or Tekken 


5.1 was in WH Smith and saw an advert for Need for 
Speed in one of the mags and it said that it was coming 
out on PlayStation only. Is it coming out on Saturn? 

6. When is the link-up cable coming out bec: 
be great to use it on DD or Doom. Is it worth getting from 
Japan and will it work? 





use it would 


Ashley Nurse, Nottingham. 


se= © I's down to effort or lack of it on behalf of 
the programmers. 2. Hmmm... that still does- 

n't excuse the poor quality of the game itself. 3. DD2 is 
a possibility. 4. No, it's not likely. Anyway, Sega have 
games to better Namco in nearly every genre. 5. 
Where have you been, man! It's been out for months. 
6. DD doesn't use it any way, but no it’s not worth get- 
ting until more games use it. 








quit 
Dear SSM, 
1. Which game should | buy next? Tomb Raider, Fighting 
Vipers or should | wait until a decent new game comes o 


2. When are Fighters MegaMix and VF3 coming out and 
which will be the better of the two games? 
3. Are there going to 


Rally and SWWS 97? If so, whi 





any sequels to Tomb Raider, Sega 





are they coming out 
4. Which is the best racing game for the Saturn? 
5. 's WipEout 2097 coming out for the Saturn and if it is, 
is it worth buying? 
Chris Proffitt, Stoke on Trent. 


>) 


Pe RE Re eC ay 
pee ee een ee? 





S 1. Get Tomb Raider. It is ace. 2. MegaMix out in 
May and VF3 end of the year. VF3 will probably 
be better by virtue of it being a later release from pro- 
grammers who've learned still more coding tech- 
niques. 3. Tomb Raider yes, Rally undecided, SWWS yes. 
4, Sega Rally Championship, although Manx TT is look- 
ing ace! 5, Yes it will, but no news as to when just yet. 


NOTHING HAS BEEN PRINTED 
Dear SSM, 
have written into magazines before and nothing has 
been printed, | would be so happy if you print this let 
ter that | will go out and buy Doom! Well 
go that far. 


wouldn't 


1am thinking of getting Tomb Raider for my birthday. 
Has it got the option to go into Lara's house in it? 


2. | have seen Exhun 





ed for £25 in Dixons. Is it worth get 


ey 





ting if | own Alien Trl 





3. Do you like my gam 
Virtua Fighter 2, Alien Trilogy, Daytona USA and Victory 
Goal. 

4. Should | get Fighters MegaMix bearing in mind | 


5 collection? | have Sega Rally, 


already have VF2 
5. What is the point making Doom link-up? The 


ink-up 
cable won't even be out in Europe? 
James Nicholls, Swindon. 


Here’s “Womb Raider” to use Dave Kelsall’s hilarious gag. 





= 1, Get Tomb Raider. Lara's house is indeed in 

PF yur that shouldn't really affect your pur- 
chasing decision. 2, Exhumed for £25 is a bargain - 
Alien Trilogy doesn’t compare. 3. What kind of ques- 
tion is this!?! If you must know, I think you should 
get rid of Alien Trilogy and Victory Goal and get 
NiGHTS and SWWS 97 immediately. 4. If you like 
fighting games, yes. 5. If more games come out that 
use the link-up cable, I daresay it will appear. 


NIGHTS 1S FRGGIN’ AMAZING! 
Dear SSM, | have just bought NiGHTS and you lot were 
right, it's friggin’ amazing! However, | have a few queries 
and as you think you're the “masters” see if you can 
answer them. 
have heard from mates at school who say there is a 
debug mode for NIGHTS. Is this true and if so what is it? 
2. Also, in the game there is something to do with A 
Life. | have looked in the manual and it says bugger all 
about it. Tell me before | go and hang myself or drown 
myself in dogs' piss 





Lee Something, Bournemouth. 


1. It might work on foreign versions of the 
GTi but therwacis aebug midde tortie Ux 
version. It was in pre-production versions of the 
game, 2, A-Life concerns all the little sprites that 
occupy the levels. They mutate and evolve the more 
you play it, and you can play a pivotal role in that 
evolution. 
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CONSOLE GAMES SPECIALISTS 


SATURN 


NEW GAMES ng all new release: 
‘Andrei Racing 83099 rom £28.99 to £44.99 
Command & Conquer £36.99 


copes corey = 
Sesanan USED GAMES 
Die Hard Trilogy... £36.99 £25.00 for the very b 


ASA Daytona COE 63999 EXCHANGES with trade in values on 








2.00 Fr 








Exhumed 33.99 


KEEPING Fira'97 £36.99 games only €7 


ee 
FOR A FREE COMPLETE 
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MCC LU RL eee ae | Sun 2pm - Spm 


than resale price 
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POUR Sr Re 
opportunity to build up speed. 















EU ea 
BT ee 





SS Your speeds are helped by afiother downhill A sudden right hander isn’t too long, so with Herewo are aboot to take on the final, very The slanting nature of this turn, coupled with 
Beto Ce rs ee omen 





a 
DL 


PS eee CEA ek Cd 
Peon Re Cees 
Peete aCe ac Ly 
See Cen Cad 
POE ogee nec scagt 
COCR Onn iaent! 
ens) Renee rd 
Virtua Racing was created. Mirror 
Eee oat aC 
Pesce Rete cect 
Peet era Role ee sis 
Petes eer 
Perea Cre eet cee ie 
Pero Rennes rats 
oD ENAC IUCR CRU CE Ce Lai se 
Seen cae 
Senne a hac ecg 
Br ertstcsn 

DCS em ee acts 
SSRs cic iy 
Soe SCN CRO 
PCL ce Da Tae 
PR etch Chaco aca 
ena eno. 
res eR Cte cae 
the corner point the right way, so it 
eee snes eRe tg 
Cones 

With the Laxey Coast, you also 
Pea eC nascent asg 
SO EE eer cat 
POC acre Canin iy 
Saeco Cry 
POR Caen one 
Pere uCT ach 
PEER reeer eRe 
ene sto oa 

OCR Cee std 
you're finding this course easy, so 
rma ath a es em 
rete ec teec tony ard 
Peon Cnr cay aos 
PCM AT aC! 
succeed and clinch first place is to 
Pog ae Cee ety 
Ree UC ROR reed 
corners. Manual gears help. 


eee 
OCU aed 
Cr Res 


SEU LL ae 
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.~- Although this is pretty sharp corner, it's © “Passing the checkpoint!” We're still iv the 
DAE Ce a ORL ea 
eS ae . cs < rte 














OM od 
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Coe eRe menus) ne _ Make (he most of the wide roads here and 
Pe Une Ce ROR aia ae t 7 POR nd 


De 
CUR CRU Es 





CUO 
CC 














This extremely sharp turm is pretty easy if you After all of that aggravation, things get a bit 
stay on the right side of the road. Pea 














‘Another turn that looks easy, but needs a very 
Ce UB 


Se UO Se nee 
Ce RUC RO Ue RU erg 
without smashing into the sides is pretty tough, 














Hitting 2 
Coe ce the sides requires some go”. on 
*s J 
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Corto a tne eae 
Pee Se aes 





The twisty S-bend is the nemesis of all riders 
OR 


Oo RU CRU 
Pun ss 


‘The downhill stretch increases speed still fur- 
Ce ROR CLC 


SS 
PU 


Full throttle as you speed along the opening 
BRU Ree 


Nt a3 
REFLECTIONS 


Oana seco Lactog 
Oe e Cree ko cad 
the most baffling areas of Sega 
Rally Championship. That is, no 
eee Bins Tare 
eee nee td 
PEC macy ek 
Ress Cari cdenn tian 
Reem huni! 
RSC Os ep Taso 
tion are sent flying). In the TT 
course, this two-fingered salute to 
OSes Nee aes 
Senet ee nr scr taa 
Prepress ick races 
PRED Coons easiest 
ea era 
advantage, particularly on the final 
Peete ereee ct aa es cnet 
finish line. 

Rene cay cats 
racing line, drop gears and use the 
brake in order to powerslide - that’s 
PACE com racic ery 
Perea 

Reese aoc 
lent example of good design, com- 
Pe eae Cer he 
ners with some brilliant straights. 
The velocities achieved on this 
eee gon ast) 
Peete eer cer eee 
One eee Cain Racer 
Pee ects neces 
Oa aC a Nbc 
Pec merle cy 
Peco kets costes 
Perhaps they're scared. Continuing 
Nees met mLy aS coets 
nee aco nc 
Perea eh cs Seas ae 
The Reverse Mirror TT Course pro- 
NCR ogc es aa oe 
that pesky s-bend occurs at the 
beginning of the track now! 






The Reverse Mirror rendition of the TT 
Course provides some of the fastest action 
ee Ue ccs 
eC Oe 
fast corners. 


AeA a) 





Fae UTE A 


There's only one way to play Manx TT SuperBike... 
ECR e Rn CPR ELC ieee ae 
masterpiece of design, this controller is perfect of 
Ue eames en mek eer aca 
Sane geen teres a 
Penus aReraae eR TS ep ca 
sliding. The shoulder buttons are used for accelerat- 
ing and braking, and these are analogue too, just like 
the handle-bar mounted controls on the original coin- 
op. Believe us, after a go of Manx on the NiGHTS pad, 
your old controller will seem pathetic in comparison. 
The analogue pad is only available if you buy 
Renee Ce cog sete errs 
COO Re Re Ce eka 
greatest games in the history of software comes with 
Faken toe acre 
Pee Ta cand 
Pies uee eeu 
Da EET 
ere cheats 
immensely from NiGHTS 
PCR re alte 
Pea tnetsacd 
Dien 


eae 


(Well it’s Tourist Trophy actually) The Time Trial mode 
on the title screen allows you to go for broke and break 
some records on the four different courses. This is very 
similar to what the CS Team produced for Sega Rally 
and Daytona CCE. Choose your track, the number of 
Pee Cnet ase pie es 
bike and your preferred Ghost Mode setting. 

fone ey ace eee ee ers e to 
Pee OS Creo a hse utete nts tag 
be your last lap or your best lap, which is saved onto your 
‘Sega memory cart. Now let the racing begi 








CULL LE TL 





















DOING THE SPLITS 


Since link-up activities don't appear to be on the cards 
for Saturn owners, Manx TT offers a split-screen 
Rae EN Ce ec ear ee oat 
Seog ue kee tute Cee 
Peete Comer coc 
Pe CMEC Ct 
speedy split-screen. The update is very 
RRs co er Soe 
Pon reac lear 
Rea ee earned 
Poca ote eect 
start and slower car boost) aren't pre- 
sent, but overall, it looks good. 









Se COLL} 


Lay 


See RC Raa eck Cory 
oR ey nee aes sere a 
an eer Ree 


Cs 


TT 3 


Poet om Cece ene end 
Pe aCe at) Ce ene Tce 
strictly a one-race wonder, there's little point in 
Peon ane eran eed 

eee RUS ee eC ee cg 
Cau en ey tee none 


Pwo std 
Reece rece tag 
Por eee 
STR oe et 
PORTE 
Ree eee 
Cee Rec 
Pn eS anR eee ec 
quite some doing and you really need all of the help 
Sen a TMC a Tete ee rece 





COTE COM UC 
the more bizarre aspects of the original arcade game wherein 
DRC Re eG 
little blighters about! Don’t worry... it’s a cheat mode! 


2. CHALLENGE 
Pea Cue ae) a) 
Cree etd 
Dee eo 
Peed 
normal and reverse 
Peer Comey cla 
tively. The challenge here is to get first place on all 
nace 





3. SUPERBIKE 
Ret Cena at 
PO tae Cee Bra 
Pecos 
ne ened 
POET RSa Ector me Co) 
Poet tng 
Pee een eo Ok Coen Ten anaes ed 
Oecirer nme acts Rese o 
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When you subscribe to Sega Saturn Magazine. 


“Get anew Saturn joypad ——= 
STUUR et CC) 


CON) | 4-3 1: Saemnaaiacnieinna 


eg to miss out! So don't.” 





Complete the form and send with payment to: 
Sega Saturn Magazine Subscriptions, Lathkill Street, Market 
Harborough, Leicester LE87 4PA or if you wish to pay by CREDIT 
HO Me OT OnSOTS NER NTO SM OLTM NO UD Cate sta 
MTORR OO opuu em Moser eM) eA OLS RS UEC 
Som Monday to Friday and 10am to 6pm Saturday and Sunday. 





















Choose one of these fantastic joypads from Leda Media 
Products. Both the Sat | and Sat Il feature directional control, 
eG UM MAPA Cup de ee 
POSS Deer RC et Gua Gn me TL) 
fire, and slow motion. The choice is yours! Please indicate on 

PU CNR a Oe) a 











Iwish to subscribe to Sega Saturn and I enclose a cheque / postal order, International 
money order or by Mastercard / Visa payment and made payable to EMAP Images Ltd for £. 


card / Visa no Name: 
Address: 


I would like to receive (please tick box) 


nature if ui 


ISEGAY 


RENE se air 
u informat be 
nation. L] Full money back guarantee of unmailed issues if you are not satisfied. 


Tank-Tastic!! 


Shes igs 


aCe SCG nM Slee scicad 
ill of mankind that has plagued us throughout our 
eau eR ace eee ea ace 
Pe aCe eea mae ones eG) 
Cte o aan ines skate arn 
on my Ce ieee terse mass acl crd 
BoM i Cage Retee ut oats te ectad 
Sir CnC enter etenegnanm etree 
POCO CRO bn c mee Re Stag 
Whitehouses of this world would have us believe. Ion the other 
hand am of the more rational viewpoint that if such videogames 
Cen ECan or ates e eae casted 
mankind has ever experienced could have been averted. A bored, 
eee emcee CO een eta bite 
Oe CE ees corte eRe hes 
ae SO Re cee oe sat a este 
Vicente ere eet on 
PN ea UPS Te Matera conta eae) 
Rta ge UEC be eee Ea Ce cd 
Pe eee eee. stan eerie ee eres 
POR ee eM eee Cm Cmca eats 
OO nee Rests Son eae ere el 
ible fun. 
Pieprt eee Coc eoe ttt on 


Bb gE Vb) B85) 339)} 

Banal en Borne Vets tas ety 
the simple, yet incredibly impressive looking visuals. Essentially 
Re CeCe Cun g cee Cmts touted 
twist to give everything a more solid feel to it. The fixed view 
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Pee 
oy 
ee 
ee acca 
Dey 
‘most fun part in games like 
ong 


This selection of shots gives you a rough idea of the massive variety in the backgrounds and 
BCC R Ue Ue oe OCS OMe Ce Le 
SCOR OR UU OF GC UU UOCooeOcLCEAL a 
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CURR LULU L 1g 
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Cee arr STEN 

Pherae crate ats) 

Ee eg ren eee nce Ried 
Pesce EMEC ne ariniet Cobar st tetany 
Pe) eee se BUCS nT ceed eta age tts 
structed out of textured polygons and are fully destructible which 
OER s Cs Cte 

Pee Renee et Res eet aru 

Ree eee eee teem meric eam a 
ORCS Rosin se ee Seine chee 
POTS ee UC ECE MRC ae esau eared 
re NATUR er oceCcsiar Ceres Can cg 


UN RO OO Ce 
‘And they don’t get any bigger or noisier than those seen in Mass Destruction. Turn your telly up 
DE LON ue UC CMOS 





PT 








it can in fact be destroyed further enabling you to rack up even more points. 
Pesce dC han soe uC wT 
Peet ebro ate ene ee cnc 
destruction the more points you get. 


CMT eC ees Ree CBCP ea at ca 
eC aC een eu gna e Contr uma 


SOC ee mec oe es ome ko 
destroyed. But do not be deceived, as if you continue firing you'll realise that 








Retr te ce eee Cone cn Eoin CORAL Lg 
PTD erie a coc ecn sce Eon ay 
Arctic setting featuring frozen lakes aplenty and even Evergreen trees. Cool! 


Peo ocr sou c aR Cece 
PaCn at etn e cote Renee Copano Ces 
ACEC nec Ss me sec oa UE 








CRU CULL 
parts of Mass Destruction is 
eR 
BC eS 
COL ac 











of your tank and the ensuing explosions around it. 

Paucar ener eon ceo CER CCR 
as to the amount of effort that has been put into producing a 
ep Om EEC Rern ne ect cece Soca 
there to be leamt for many developers. The programmers have 
also thought to keep the on-screen display to a minimum as the 
Ch Sareea eter 
Peete Puen eo eee boa Ra 
Sure cece 

Perhaps the most remarkable aspect of the game however is 
Ps eC ha aNc ho ie BCU ee oo ML 





Pe eC OL CRUG 
PC CRUG 


That's right, even the palm trees can 
be burned to the ground. 


remains constant no matter how full the screen is at any one 
Pence ano cee eR EUs 
Pee ea tee emo a Cee om 
eee eros a 
Pea necs ten Eon OMG on nace td 


WHAT'S IT ABOUT? 
ene gener C Rey eta sng 
RE ncn gm eo ceseelLe 
Pee CCR CoC i Uta L ns eee 
Cet eee nc Een nem ard 
Deeg racy na eu Cenr tira 
RO er ena Roe hee ns ey 
Pessina Remote he EOE SiC 
Cte tr Cees C yeni here ioe 
re CL SRS Cac eC ar Cee a asf 
De NR CURSE Roser ence ate 

Peer Chea Re Cen SoCo 
briefing which involve destroying other targets such as civilian 
See eee CCR ce en een 
Ente ca Ge Ca Cnn canis 
Peer eer ch CoC ers 
rena btn es cactimecns cc hC Tacs mess 
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More destructive fun, this time in the nuclear plant where the basic aim is to 
CC Ue 








RCC ROS Oe acess a 
SREY EOE nm CeCe Cee Cus Oy te 

However after spending an entire weekend playing Mass 
Pesan Cen Ceo ROR can Cnc ected 
MONS CRC m CCR URC UE Cornett 
PaO Se gC ee eeu 
much destruction as is humanly possible. The three tanks you 
ee unas c a eicu eee ease rat 
Chaco rele oe CRC ety 
eee tos ihe cee ne cnn nro ets 
OCMC Gen nee ner nn CR tet 
PC RCAC Une Aree) Lae atceai CC eid 
Ber 


erect tae esc orb 
See Cen gce sc Rae Crono 
in appearance but differ considerably in terms of speed and 
tee ete ep tec 
Pees et eheo mt Concho sce 
een hy race eet ms etod 
Deere benc ers gt eee ume eee aig 
Peseta cio 
Piece crn 
Peau eicy 
Rearrange 
This can be rotated by use of 
BT Nom eR Daal 
Gee gure 
Pee one bia 
Pomerat tcna 
Not that we'd ever run away. 
But big girls might. Also of 
ose eee eee ee 
ens sce en) 
ORC a cu siesta) 
Pee emer aE 
Preteen eg reread 
Beets 
Peer ear nest 
Be ea cmeee ncn’ 
Peers crear 
Ber emcee) 
few seconds the body becomes 
Bet Rdosy emcee ny 
eens cree er beats 
crew. So not to be recommend- 
ee 


























eee ese Cees eT conten ono! 
pretty cool weapons capable of doing some serious damage. Well luckily for you that’s 
exactly what you've got as NMS have kitted your tank out with no less than eight differ- 
Ue et meh oe acrid 
impressive causing huge amounts of damage resulting in massive explosions which are 
accompanied by some amazing booming sound effects. At the other end of the scale of 
course there is the chaingun which is relatively ineffective and more importantly doesn't 
eet perecrcta 
Petes ar suc eC OCe eco eaord 
out of ammo, so it becomes necessary to locate and collect the desired power-up to replen- 
eet ert ne er tung nic em te Rts kn cs 
fe ee ene ee ier aR Rk ocr soe e 
Serene tees tera ees cc 


CHAINGUN: The chaingun is unspec- 
pene R Oru encase nGt 
Pens ee Ceca 
Peo erase eta 
Pee RCE Teresa 
UAC eas rece Ceres 


pitts) 08 Tey Ceo Coen Cag 

Ree eRe Cour cl gets 
eg Cgc r 
best used when you don’t have a clear shot of 
Rte ee op une nia 
around corners. 


VORTEX: Fire the Vortex and a ring of 
Pees ace Rec g 
TRE SECS a eee a actos 
Parr cc Ea Np tanec) 
Bren Rome terreno 
Searbcrarecarha tay 


ptt Reco ERS eT ae 
couple of seconds to make a hasty retreat 
Pee eee meee y rd 
Cee g goo mae 
Pen png aco 
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PE a ot ee OR COCR 
Pee a een eds od 
COO One aC Oba ies d 
Ren rags Loe Reng 
Creu u barnes tU nis aac nia 


HI-EXPLOSIVE: the high-explosive 
Biol ev sc recension 
Cie ences OE eed 
Rec e Rg Cnn ick cla 
Regen eRe cscs 


SHELL: The shells are another pretty 
DAEs ig 
Ree Con etre cca) 
PSE ces CE Rat 
should only be used as a last resort for when 
See oS RCo 


FLAME THROWER: Possibly the most 
DP See ne ROTC RR CT Too CLTE 
Pee Ra UB eta 
Sr RES C Coc netted 
ree eens ren eran | 
POOREST coer ced 
Sn te Cte 
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Tour! 


Championship 








TETSUYA MIZUGUCHI The AM3 R&D department is very big 
with maybe around 100 staff. Because of this, there are a wide 
variety of excellent staff, each with their own distinctive 
colour, At that time it was very good but it became a little too 
big so I talked to the general manager, Mr Oguchi and Mr H 
Suzuki about creating a new department. Even in develop 
ment it's good to have various flavours, so all things consid 
ered, rather than the AM 1, 2, 3, why not have a separate team 
heading ina slightly different direction? The result was the 
new AM Annex. Even though there's no number attached 
we thought why not let's give this area a try and so we 
started! Thus, we separated. I think this was a very positive 
choice for Sega because with this the real width of Sega's 
power could be realised. It’s true that Sega Rally and Manx 
TT were quite successful but well, that was then. And 
certainly there are a fair number of people here in the 
team that have experience of Sega Rally. However, for AM 
Annex that was just one flavour. With time the other flavours 
of the staff will continue to grow bigger. I think that's the reason! 





TM It's not composed of just Sega Rally and Manx TT members, we 
recruited new members as well. 





‘TM Both from inside and outside, from 
various places. For example, Mr 
Taniguchi [Assistant Producer at AM 
Annex] came from a separate section 
of Sega altogether. These kind of 
people are here. 





TM We're still small. Really, about just 
one team’s worth but we're continually 
growing. At the moment there's a staff 
of around 16. I'd like us to grow quickly 
so that we could be able to do two or 
three titles at the same time. 








ng Car 


'T™M Being AM Annex doesn’t mean that we're especially indepen- 
dent, What AM Annex is doing is very similar to the other AM 1, 2, 3 
divisions so we do exchange various information and programs 
between us. After all, we're all part of Sega and thus cooperate and 
help each other, Maybe here we can't do something but elsewhere 
they can so we exchange ideas. Also, in regard to something, “we 
think this but what do you think?" This kind of mutual consultation 
exists amongst us. 


TM At the manager level they would do this but for the average 
person then just on a normal everyday basis you meet people 
around and discuss things. All in all, there is a lot of interchange. 








TM There aren't any particular measures. Rather, for the staff here, 
their skills and ideas are different for each of them, so even if they 
all created a car game they would all be different. I take great care 
with this area. There is a large number of those here, both the 
designers and the programmers, who like cars so creating car 
games is really great. However, if the staff want to create something 
different then we would all work together to complete it in that 
form. That's how we consider it. In addition, it goes without saying 
that the producers, me and others at this level also have things we'd 
like to do. From these areas there is a skillful mix. 





‘TM Each respective idea has originality 
I think. For example, in AM2 there are 
a lot of programmers so for Virtua 
Fighter and other games with that 
kind of movement system etc there are 
a lot of people who like doing that sort 
of thing. The result is realism. That's 
become the key word. 


T™ Yes it will. It's not everything but 
it’s one of the core areas that we focus 
on. This concept expresses the charac- 
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ter of the staff here in this team. 
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With Sega Touring Car 
Championship, Mr Mizuguchi 
aimed to capture the spirit of 
the touring cars battling 
around the race track. 





The distinctive Sega cabinets 
are the results of collabora- 
tion with the hardware wing 
of Sega Enterprises, AM4, 
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T™M We certainly plan to do that. We're 
steadily progressing towards doing 
that. However, if you look at the 
motorsports then it's the area of 
motorsports reality not the 
motorsports itself that has become the 
core. For example, for marine 
motorsports it's marine reality and for 
flying motorsports it's flying reality. 
Whatever it is we'll always choose to 
pursue reality. 


‘TM Every one is different. There are 
games players amongst us, people who 
play sports and there are people who 
like travelling. The instant a big game 
project has been completed it's common 
for almost everyone to want to goon 
vacation. In addition, a lot of people go 
ona trip to think about the next project. 
Often, several people will go together. 
It's what we call location hunting. This 
time to recharge one’s batteries is 
essential so just about everybody does it, 





TM I think that everybody's ideas are different but, personally, I 
like Sonic, Sonic was an incredible creation. The core staff, Mr Yuji 
Naka and Mr Naoto Oshima have an amazing enthusiasm for 
Sonic. They love him. 





TM About two years ago, at the time 
we were still making Manx TT, there 
was a single video and a magazine in 
my desk, When I watched the DIM 
(German Touring Car Championship) 
video for the first time it had an 
incredible impact. That was the first 
time I had the concept of making a 
game of it, When I saw the inside of 
the cars they looked just like Fi Grand 
Prix. Incredible! The race was full of 
cars crashing into each other. The 
competition looked so straight forward 
and unreserved. Also, all the countries 
are different so it has a nationalistic 
battle atmosphere to it. However, at 
that time, nobody knew anything 
about Touring Car. Even now there 
aren't many people who know about 
it. Anyway, with that significance, it 
was in my drawer all that time. I 
thought it was very interesting. Then, 
in exactly spring last year we got 
around to talking about having a go at 
Touring Car. So, in the beginning it was 
through seeing the video and the 
magazine that it caught my interest. 





TM It's as I said before but Touring Car is a nationalistic battle. It 
has that feeling to it. I wanted to create a game where all the people 
of the world could enjoy playing as one. On the other hand, Sega 
Rally is very individualistic where your own skill can shine through. 





TM All the staff watched videos and read magazines and books 
about Touring Car any number of times, They also went to see real 
Touring Car races. There were a lot of staff who rode as passengers in 
the Touring Cars and all the main programmers were driven around 
some of the circuits by championship drivers. On top of that, we also 
hired a circuit for the day and borrowed some pro-race team cars. We 
then drove around ourselves! We drove around the circuits with our 
helmets on many times. We did a fair amount of various things. In 
addition, the designers went location hunting. They took their 
cameras to places in Germany and Finland etc and saw various 
views from the circuits and lots of town landscapes and scenery. 





TM This time, firstly, we received the help of Mr Naoki Hattori. He's 
a pretty famous driver who has driven in Formula Japan and 
Touring Car etc. During the final stages of fine-tuning he came in 
and test drove Touring Car. He gave us advice on the various aspects 
of the game. In addition to that, at the time we hired the race circuit 
the C- Race Team gave us various advice as well. 





TM That was Mr Taniguchi’s most troublesome area. It wasn't so 
much difficult, more like time consuming. In a fairly short period of 
time we had to meet a lot of people and get numerous approvals 
etcetera. I myself went to Europe and the United States around 
three times and Mr Taniguchi also went once. In practice, we were 
checking whether the designs were okay and whether or not their 
appearance in this kind of game was a problem. However, that 
doesn't mean that we especially set out to create an ITC 
(International Touring Car Championship) game. This time Sega 
wanted to promote a touring race, 
so in order to do that, we did a 
presentation for each car maker, At 
that time we told them that we 
didn't particularly want to do an ITC 
game. We wanted to do Sega's 
Touring Car Championship so we 
asked them to give us their 
approval and join us. We basically 
asked them to put in the cars that 
they would like to put in, however, 
of course we made requests. The 
result being the four cars in the 
game now. There are 3 ITC 
machines and Toyota 
Fundamentally, it took a lot of time 
for Mr Taniguchi had to get 
approval for every single one of the 
stickers, Mobil, Castrol etcetera. It 
was hard going. 








T™ Yes, I'd agree with that opinion. 
This was a deliberate plan through 
out. This story goes back to the time 
of Sega Rally but at that time the car 
racing game Daytona was a big hit, 
especially in the USA. It was also a 
hit in Europe and Japan. If you look 
at the global market then you have 








Asia which includes Japan and also Australia, America with both 
North and South America and Europe, along with Africa. You can 
divide it into three. In Europe there aren't many games that will 
definitely be well received so in the case of Sega Rally it was our 
aim, in particular, to make a game that would be a big hit there. 
After all, everyone knows that Europe is a large market. Other than 
that, Manx TT was another game that was well received in Europe. 
We certainly considered this. 

™ I can't say I'm too aware of any European influences, although 
in actuality a lot of the landscape and scenery that appears is very 
European isn’t it? In actual fact Europe was the origin of 
motorsports. However, one of the courses in Sega Rally was from 
America, Yosemite Park. At that time I went to America so know a 
little about Yosemite Park. Thus, it's not completely European. We 
thought a little about America as well. 


‘TM We didn’t actually participate in any real Touring Car races, 
however, we did drive the touring cars. We also went several times 
to see the races. Three or four times I think 


™ That's tricky but, well, the fundamental areas are not incorrect. 
The fundamental areas are real, However, in order that it's easy to 
drive for everyone we've changed it a little. That's because the real 
cars are so difficult that probably no-one could drive them. We 
devised it so that as many people as possible could feel the 
atmosphere of the real touring cars. Thus we made it fairly mild. 


TM This is difficult because it's a theme that could go on for eterni- 
ty. If it becomes too realistic then playing the game becomes too 
difficult and it loses its appeal. On the other hand, if it’s too easy to 
play then there's the possibility that playing it will soon become 
unsatisfying. Just how difficult to make it is a very complex problem. 
It's difficult each and very time you make a game, but with out fail 
you have to get the balance of realism and playability right. 


‘TM For the average player we do location tests 





TM As you'd expect we got a lot of opinions saying it was a little 
difficult. In the end Touring Car was a difficult game. However, we 
decided that this time we wanted to make this type of game. The 
game is a touch on the hard side but it couldn't be helped. Because 
of this, it might be a little hard for the beginner and the average 
player but if you enjoy it just once you won't be able to stop playing 


NTERVIEW Eg 


Authenticity and realism are 
the keys to success with 
games like Sega Rally, Manx 
t kind oc > put . TT and the new Sega Touring 
ogether? Car Championship. The 

™ This is done by our director, Mr Sasaki, who created all the vehicles, track designs and 
course maps. However, both the the car engine and the courses are _ sponsorship are all based 
essential so if the engine changes so does the course and vice versa. _closely on the real thing. 
Thus it's very difficult to get the game's realism and playability 
balance just right. That means trying to make it a “Fun to Drive” 
game. In order to make it fun you need to have interesting courses 
That's another tough area. This time we had very little time to do 
this but usually you create the courses over and over again. You then 
test them and change them, test them and change, again and again, 
making the courses more and more interesting. That's the actual 
process. Sometimes you need to make the course a little more 
difficult and sometimes you need to make them a little more simple. 


it. Everyone is ensnared. Because of this I think it’s a game you can 
keep playing for a long time. 





Sega Touring Car uses the 
Model 2 board to excellent 
effect, and AM Annex have 
plans to continue using this 
technology as well as the 
newly established Model 3 
board behind Virtua Fighter 3 
and Scud Race. 


™ That's not really for me to say. You should ask the programmers 
that question. However, we didn't have any problems using the 
Model 2 board. Although the edges to the cars are a little rough, I 
would have liked them smoother, this 
doesn’t have any relation to the game's 
playability or how enjoyable it is 
Overall, I think that the Model 2 is an 
extremely good board. With regards to 
weaknesses it doesn’t really have any 
limitations, but, it has a lot of 
strengths. If only because it can do real 
time games alone, it's a great board. 


TM Well, if you take a single-player 
game and try to force it intoa 
multiplayer game then it won't be 
interesting. Likewise, a multi-player 
game made into a single-player game. 
This is a major change to the game's 
concept. If in the beginning you want 
the game game to have a multi-player 
concept then you should discard the 
single-player and devote yourself to the 
multiplayer. The opposite is also true, 
so it depends on the game concept. As 
for Touring Car, we wanted to make the 
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Mr Mizuguchi takes a test 
drive on Sega Touring Car 
Championship at Sega’s R&D 
headquarters in Japan, 





Balancing realism with fun is 
a hard task when creating 
videogames like this. 


Latest rumours seem to 
indicate that the excellent 
Virtual On CS team will bring 
the coo! Touring Gar from 
Model 2 to Saturn. Expect 
first pictures soon! 
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type of race game where everyone 
could enjoy battling together, so 
naturally, from the very beginning it 
was our concept to have it multi-player. 


SSM Battling enemy cars is much 
more important in Touring Car than 
it is in say Sega Rally. What efforts 
have you gone to in producing good 
artificial intelligence for the enemy 
cars in Sega Touring Car? 

TM All the Al was done by a single 
programmer, Mr Yamamoto, When it 
comes down to it, the speed of the cars 
is very fast isn’t it? You really do have 
the sensation of racing away, outrun- 
ning the other cars. It's a great feeling 
To get the balance right so you can enjoy this kind of racing battle is 
very difficult. If you are always entangled in battles with cars that 
are deliberately fighting against you then it soon becomes 
annoying. Of course the car battles must be fun, but for all those 
who want to break free and drive away then the enemy cars can be 
be too tenacious so we have to use our discretion and make 
allowances for that area. If not, then the skillful players will increas- 
ingly advance ahead while the poor players will correspondingly be 
left behind. For them the game will 
lose its interest and then what will 
happen? For the programmers this 
area is troublesome I think 


SSM When you went to the Touring 
Car races did you see a lot of various 
driving tactics? 

TM Yes, we saw them. As you'd expect 
we always saw the tactics where you 
keeping hitting your opponent's car. I 
think because of this it became more 
and more interesting 


SSM How would you compare the AI 
of the enemy cars’ tactics to a real person's tactics? 
‘TM Of course the driving tactics of real people are incredible. It's 
everybody's aim to be able to have Al as good as a real person but to 
create a game where the enemy cars are almost life-like would take 
a lot of time, It’s not a simple matter. 


SSM In other race games the enemy cars always seem to follow 
the same driving pattern but in Touring Car they use various 
driving tactics don’t they? 

‘TM If you make the enemies too strong, it was the same for when 
we did Manx TT, then in tight spots you'd always end up entangled, 
battling the enemies. You get the feeling that the game is playing 
with you! If that sort of thing happens then you don’t know 
whether the you are getting better or worse. I really think that's a 
tough area. When it comes to the balance of the Al in Touring Car 
there are still a few problems but in regard to the car fights I'm sure 
we did a fairly good job of getting it right. However, it's a pity for 
the average and beginner players who get stuck behind, If you 
don't get better then it can lose its interest. 


SSM Sega’s arcade games in general seem to be far more popular 
than its competitors. Why do you think this is? Is it just down to 
superior technology, or it something else? 

‘TM If you compare Sega's arcade games to other arcade games then 
there are a lot of Sega games that are more realistic. That's probably 
one aspect of Sega, reality. Of course, in Sega there are various 
levels but the average person really aims to be an entertainer. 
Maybe that's one part of the brain behind Sega and thus Sega's 
character. Certainly, I think that Sega has excellent technology but 
you can’t make a good game with just technology. If you don't have 
a good idea as well as the technology then it's just not possible. 


Sega definitely has a good balance of the two. 


SSM Arcade technology seems to become outdated quicker than 
home technology. Do you think we have seen the full limits of 
the Model 2's power now that Model 3 has arrived? 

TM The Model 2 can still do great games. Of course the Model 3 has a 
higher capability for handling graphics but the Model 2is still alive. 
On the other hand, there might even be some areas where the Model 
2 is better so it doesn't mean for certain that all the games are going 
to be Model 3 from now on. The Model 2 really is a good board. 


‘SSM Do you plan to continue with Model 2 for the time being or 
are you investigating the new Model 3 board? 

TM Of course, Sega will continue using the Model 2. I think that 
maybe we'll use both of them. 


SSM Technology has opened up new genres - for example, 
without Model 1 there would have been no 3D fighting games. 
What future do you think there is for new games concepts with 
even more advanced technology such as Model 3? 

TM I think there are new genres. If so then they might not be 
games. I don't really know. If it’s interesting and enjoyable then you 
can create just about anything can’t you? You could consider all 
sorts of things. Not just video games in particular but maybe 
camival games for example. There are various possibilities. 


SSM Can you describe your relationship with AMq, who produce 
your arcade cabinets? What kind of design process do you have 
when designing them? 

TM We have a very strong relationship with AMq. Without AMq we 
couldn't produce games. Likewise, without software there wouldn't 
be any games. Therefore, we really have to mutually support each 
other. It’s a good relationship. From this, all sorts of ideas spring 
forth. This time let's choose a big screen, let's go for these speakers 
etc. We're always bouncing ideas off each other. In the end we'll fix 
and idea an then we'll start from there. In actual practice, during 
development there's a lot of give and take but the producer will in 
outline choose a something and finally in the end the producer will 
make the decision and request AMG to build it. It's a kind of 
husband and wife relationship. 


SSM Do you sometimes have arguments? 
TM Yes, we do. Fairly often 


SSM At what point in the game's development do you consider 
the design of the cabinet? 
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TM We decide somewhere along the way. About midway through 
the process we first inform them of the image we have and then we 
make various prototypes. Then, while all this is going on, at some 
point we'll settle on a design 
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™ Yes, it probably does. That's why you develop with the game 
and cabinet as a single concept. If the producers don’t consider the 
cabinet's image from the very beginning then no matter how well 
the design process goes you won't be able to come up with one 
that's really good. The cabinet is very important. 
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‘TM This time it was due to the development of the MPEG 

board. Up to now we've had to use computer programs to 

extract sound material that is built into the computer chips 
but we've discarded that. Instead, we can take the sound record. 
ed at a studio, enter it onto the M-PEG board and play it. Thus, we've 
been able to have outside musicians perform for us, That's a big 
factor for one. We really wanted to do that. 





ssM t comes to 





the sound? 

‘TM It doesn’t make any sense having great sound coming out of 
speakers you can’t hear. It goes without saying that in order to have 
the music etcetera heard as clearly as possible you need to create a 
good sound system. In addition, the cabinet's design will also have to 
change accordingly. This time we wanted to try placing the speakers 
like such, so the design of the chair had to be changed. However, if it 
has to change too much then it becomes a problem. There's the cost 
to think about as well. All in all, you have to consider the balance of 
this area very carefully. 





Japa P 
T™ In the first place, we got in contact with a high level studio, AVEX 
‘TRAX who gave us songs from Belgium, Italy and also Japan. As for 
the Trance Techno songs, they were from four Japanese musicians 
who participated with us. We didn’t use any popular bands. The 
Belgium and Italian musicians are fairly well known but the others 
are just young musicians, popular with the younger fans, who 
wanted to go on to do techno, We held some auditions at various 
places but we didn’t have much time so it was only in Japan. By 
considering the future prospects of the various musicians we 
auditioned we finally ended up picking these four people. From now 
on we're going to regard the music as very important so, thinking 
about the future, we'd like to discover and raise new talent more and 
more. Up to now the music has been circulating around just the 
clubs and DJs. We'd like to use the wider field of games as well 





SSM What particular themes did you have in mind for the m 
‘TM Our first image was a good drum-bass. By drum-bass, I mean it's 
got a unique rhythm but the sound of the drums and bass need to be 
simple so that it's right for playing the game, At the time when we 
were thinking about music that could help the player concentrate on 
the game, we really wanted to have that kind of music. However, 
after talking to the director and others we came to the opinion that 
this alone was a little too dreary so we included the songs as well. In 
addition, we choose it so that everyone could select their own 
favourite tune whilst driving. That's the way it all came about. 
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SSM What ki 
things audio? A 
TM Certainly it's got limitations. For example, it's limited to having 
so and so many minutes of music entered on the board depending 
on the quality level. However, we were luckily just in time because 
we were able to use the MPEG board which is the new hardware 
used for the audio. This is the first time we've used it 
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T™ Yes I do. You have to keep improving! For the current arcade 
games, | think that the one think that is lagging behind is the 
sound. I'm convinced that sound has a major influence on people. 
Therefore, I personally think that I like to see people enjoying 
more games with higher quality sound where both the device and 
the contents have been brought closer together. Thus, if surround 
sound was available I'd probably use it, if 3D sound was available I'd 
probably use that also. If it's good and makes better sound then I'd 
really like to make an effort to use it. 





TM If you have access to the Touring Car homepage you can enter 
your own time and then you can participate in a World Wide Time 
Attack Competition! By all means, please join is. Also, please look 
forward to our next game as well. 





TOURING CAR ON THE INTERNET 


All computer-equipped Saturn owners are probably well aware 
of the brilliant web presence Sega of Japan have built up 
(address: http://www.sega.co jp). However, AM Annex have recent- 
ly set up a Sega Touring Car Championship area of the site, which is 
dedicated as much to the sport as itis to the videogame. Seriously, 
this is one of the best game-based sites we've seen covering every 
single aspect of the game along with user interaction along the 
lines of the Time Attack competition Mr Mizuguchi mentions in 
the interview. There's even some low-resolution versions of the 
Touring Car rendered artwork you can use as wallpaper on your PC 
(or Mac, if you have a program such as Decor). 















‘The kind of attention to detail 
seen in this rendered 
artwork (above) sets Sega 
apart from its rivals. 


Touring Car is the latest 
motorsport to come to the 
arcades courtesy of AM 
Annex, with further 
excursions into different 
types of sports on the cards. 
News soon. 
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SENS ENED 


Twenty year ago a motion picture event occurred that would forever change the way movies are made. 
Star Wars not only revolutionised the art of film making but also influenced the lives of millions. With 
LucasFilm preparing to release Special Editions of the Star Wars, The Empire Strikes Back and Return of 
the Jedi, SEGA SATURN MAGAZINE once again journeys to that galaxy far, far away... 


HEN STAR WARS FIRST BLASTED ITS 

way onto cinema screens in early 

1977, few could have predicted just 

how enduring or phenomenal 
George Lucas’ visionary space opera would be. 
Indeed even Lucas himself was skeptical that his 
years of hard work, studio confrontations and 
financial hassles would pay off at all. 

Fortunately for him (and us) Star Wars 
became an unprecedented success, spawning two 
sequels and, thanks to some foresight on Lucas’ part, | 
a wealth of cash-generating merchandise. Now, : 
twenty years on, LucasFilm are rereleasing the Star 
Wars trilogy as celebratory Special Editions contain- 
ing all-new footage, computer generated visual 
effects and a digitally remastered soundtrack. Fans 
of the original films will get the opportunity to see 
their favourite flicks as they've never seen them before 
and a new generation of movie goers will be able to 
experience the Trilogy as it was meant to be seen. 
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Sega has no plans at the moment to release any Satur based Star Wars titles, although there's 





there were 
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Past titles have included a Master System and Game Gear version of Star Wars (essentially a conversion of 
the NES classic), the Mega CD release of LucasArts’ hit PC title, Rebel Assault, the dreadful Star Wars Chess (from 
ng his mas: US developer Software Toolworks), Star Wars Arcade on 32X and a GG version of the SNES game, Super Return 
bring the series of the Jedi. With Shadows of the Empire on N6q, Dark Forces on PlayStation and more PC titles in the pipeline 
tate-of-the-art specia (Rebellion, X-wing Vs TIE Fighter), perhaps it’s about time Sega took the world of video games back... by Force! 
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Star Wars 

(Released March 21) 
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Unleashed across the UK 
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MAY THE £ORCE BE WITH YOU! 


The original Star Wars Trilogy has grossed an estimated £200 million worldwide making them the most financially successful movies 
COs Come Cot cha stare eet Rcenracac te sate mora ee atin eee Cte Cn ttiiTd 
Sa ee OCR Tess eee eet etree tr Oe recite eer ert eet ns omer eee! 
SECO tt ect  e he ee ec O RSC n eet rere een es 

coming months (would you pay $4000 for a life size Stormtrooper?). Note: Prices may vary from store to store. 











Star Wars Novels 
Kenner TIE Fighter 


Action Fleet A-Wing 





Micro Machines 
Royal Guard Playset 





Micro Machines 
Mini Heads 
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+ Star Wars figures 


Action Fleet Battle Packs 
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Kenner X-wing Fighter 


Action Fleet Battle Packs 






Kenner Light Sabre 
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E~AFEATUR 


STAR WARS 
TIMELINE 


Over the past few years 
LucasFilm has attempted to 
form a cohesive continuity for 
its Star Wars universe, with all 
events contained within a set 
time frame. Although the 
original Star Wars movies were 
actually only set over four 
years, George Lucas’ creation 
has since spawned a mountain 
of comic books and novels fur- 
ther enriching the timeless 
struggle of good versus evil. 





@ Movie 
@ Novel 


SHOOTING STARS 


The 1989 release of Timothy Zahn’s Heir to the Empire novel was really the catalyst 
that renewed interest in the Star Wars saga. Since then there has been a steady stream 
of novels, comics and literature adding to the established Star Wars saga. Did you 
know that Han and Leia are now married with three kids or that the Emperor never 
really died at the Battle of Endor? Thought not. Here’s a quick look what at who’s who 
and what you should know... 








Luke Skywalker 
Now a fully fledged J 
ing steps to 
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Han Solo 
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4 ASW - Return of 
the Jedi (Episode VI) 


Tales from Jabba’s 
Palace 


The Truce at Bakura 


8 ASW - The Courtship of 
Princess Leia 





Princess Leia 

d of state and leader of the New Republic, Leia 
still resembles the feisty young women who risked 
all for the Rebellion. Now mother to three young 
Jedi and coping with her own Force powers, she con 
stantly battles against overwhelming odds to main 
tain the freedom and peace she helped bring to the 
jaxy. Leia has coped with being both a political 

nd as: arget over the years although the kid- 
apping of her children has recently made her take 
a backseat in the New Republic's affairs 














Boba Fett 

A constant thorn in Han Solo’s side, the most feared 

'y Hunter in the galaxy actually survived being 
sted by the Sarlacc pit in Return of the Jedi. As 
nly person to ever outwit him, Fett burns with 
ce for Solo and has attempted to capture or 
Corellian on many occasions. Clad in weapon- 
red Mandalorian battle armour, Boba Fett knows 
that he and Solo are fated to meet again. 
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7 ASW - X-wing Rogue Squadron, Wedge’s 
Gamble, The Krytos Trap, The Bacta War 


9+ ASW - Heir to the 
Empire, Dark Force Rising, 
The Last Command 











Eisley Cantina 


Star Wars: A New 
Hope (Episode IV) 


The Emperor 
Wait a second. the 
survived his 
Star II by pi 
and into a 
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dy. Returning 
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New Republic until his final 
defeat at the hands of Luke Skywalker. Whilst 
ig to posses the body of on, Anakin, 
ror was driven from this plane forever and 


















Grand Admiral Thrawn 

Introduced in Timothy Zahn’s novels, Thrawn was 
responsible for temporarily reuniting the Empire's 
shattered forces and, using his natural leadership 
and strategy skills, nearly managed to bring the 
New Republic ees. With the aid of the 
insane Jedi Master, Jorus C’Boath, the 
Thrawn used cloned Stormtroopers and a fleet of 
lost starships to bring t his rule. 
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12 ASW - Children of the Jedi 


Tales from the Mos 






3 ASW - The Empire 
Strikes Back (Episode V) 

















Splinter of the Mind's Eye 


BOTTOM LEFT 


(CARRIES ON 










Tales of the 
Bounty Hunters 


3+ ASW Shadows of 
the Empire 


in unshakeable belie! 
undoing 





years hearing Palpatine’s voice commanding her to 
kill Skywalker. In a light sabre battle with an evil 
clone of Luke, Mara was finally freed of her burden. 


Jacen & Jaina Solo 


that 




































him int tures of their own and often get into more trouble 
tant pla than they can handle. Another child, Anakin, has 
tle aj recently been born 
acti¢ 

Admiral Daala 
Mara Jade Charged by Grand Moff Tarkin himself with oversee- 
Unknown to all but a handful, Mara Jade 1g the development of the Death Star, Daala spent 
actuality the Emperor's Hand, a high ahidden Im weapons research centre 
tive charged with undertaki re that the Empire had 
dangerous for c fallen she has recently struck at the New Republic 
was at Jabba's palace ke arrived but failed _time and time again. Her last mission saw her allied 
to kill him. After the 








of the Empire Thrawn’s former First Officer, Captain Pellaeon 





n+ ASW-The Jedi 
Academy Trilogy: Jedi 
Search, Dark Apprentice, 
Champions of the Force 


12+ ASW- 
Darksaber 


16 ASW - The Black Fleet 
Crisis Trilogy: Before the 
Storm, Shield of Lies, 






19 ASW - The 
Hand of Thrawn 









comic art © 1997 Dark Horse Comics, Inc 
I book art © 1997 Bantam Books 


photographs © 1997 Lucas! 







17 ASW ~ The New 
Rebellion 


18 ASW - The Corellian Trilogy: 
Ambush at Corellia, Assault at 
Selonia, Showdown at Centrepoint 





The Crystal Star 


PR) 


What? A new section in SEGA SATURN MAGAZINE? Indeed. It's come to our attention that a great many excellent titles are being 
released in Japan to universal acclaim, but never getting any kind of European launch. Our aim with Big in Japan is to highlight these 
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Elevator Action Returns features the option 
to include extra violence! This is actually 
quite comedic in a Mortal Kombat stylee, 
with blood splats running down the back- 
grounds, men running about on fire - that 
kind of thing. The enemy scum are also keen 
onsetting their dogs on you. Of course, they 
need to be gunned down too, but curiously 
enough, Taito have not seen fit to include 
any grizzly deaths for them. They just howl a 
bit then vanish! 
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No duff FMV intros here. No sir ~ instead you 
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Bosses usually take the form of a mini 
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of the Saturn's sprite-based capabilities. The overall 
look and feel is very close to an early Nineties coin-op, 
Cee ae Rear et ee a 
graphics still look very impressive for a home game... 








Violence mode adds all manner of amusing effects, such as 
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The end of the level is usually greeted with some kind of set-piece. Here the 
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or whatever, and these are rather stupidly stashed 
behind red doors. So, each stage is simply a case of find- 
ing the red door, using it, and then getting the hell out 
of the building. Usually your helicopter turns up to pull 
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Three different agents can be chosen to take 
on the Elevator Action Returns missions. The 
female agent, Edie Burret, is clearly a good bet 
to go for. Although lacking a tad in power, 
she's relatively fast and packs a Beretta M92F - 
the most powerful gun in the game. Two men 
are on offer, the first being Kart Bradfield, a 
very athletic somersaulting type, who’s 
stronger than the girl, more agile, but packing 
a considerably less powerful Gloc-18. The final 
character is the slowest but the most enter- 
taining - Jad the Taff! A veritable giant of a 
man, he kills men just by charging through 
them. His Desert Eagle is the second most pow- 
erful gun in the game. All characters have two 
different styles of attack. At long range they 


use their guns on their opponents. Close-in 
they favour smacking ‘em over the head with 
the butts of their guns! 


SEL UR aL a) 


MANK TT SUPERBIKE 





The range of amazing Sega arcade conversions continues apace with the release of Manx TT Superbike, the pseudo-sequel to the the 
brilliant Sega Rally Championship! But can it surpass the wonders of Rally? 





Visually the long thing that lets Manx down are a few glitches 
here and there and noticeable PAL borders. 





The good news is that the speed of the arcade game has been 
successfully transferred across from Model 2 to Saturn. 


GAME Ltd. are offering £5 off the superb MANX TT game on Sega 
‘Saturn. This offer is valid in all participating stores nationwide. 
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Ithough there have been doubts about 
the quality of the Saturn Manx TT con- 
version, potentially the game’s biggest 
problem was known before the conver- 


sion work even begun! The question of lastability has 


been floating around for months now... after all, 
arcade Manx TT has only the two different racing 
courses, as opposed to Daytona's three and Rally’s 
four. Just how can Sega make a two-track game a 
truly lastable videogame worth forty five quid? Well, 
I'll come to that later. 

First of all, we'll deal with the nitty gritty. In 
terms of appearance and movement, | very much 
doubt that any one is going to have many com- 
plaints with Manx TT Superbike. There's a lowering 
of resolution and frame rate from the arcade ver- 
sion, but the overall look is approximate to Sega 
Rally’s quality. The fluidity of the update is most 
impressive, running rock solid at 30 frames per sec- 










ond no matter what is on-screen. What is impressive 
is the sheer amount of 3D pokery going down on- 
screen, The TT course in particular is a triumph of 
design, successfully transplanting across just about 
every piece of detail from the arcade original across 
onto the Saturn, bar a few zebra crossings. The 
beginner's Laxey course also has its moments, but 
even the arcade version was lacking in detail com- 
pared to the tracks in Rally and Daytona. 

All of the gripes we had with Daytona CCE in terms 
of fluidity, detail and pop-up are put to rest with this 





Leaning into corners on the rid 







Uphill sections of the track can slow you up pretty badly. 


The speed and the look 
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Red signs = dangerous turn. 





Speeding past the Isle of Man 
scenery on the TT track, 


Although missing some detail, the tracks are pretty close. 


have transferred across to Saturn 


Manx TT conversion. I'm not going to say that the pop-up 
is completely eliminated, but it is much improved over 
the antics in DCE, which can only be good news. 

The graphics, although impressive, are not the best 
bit of the game - no sir! As with Sega Rally before it, it’s 
the quality of the control method that really makes this 
game so enjoyable to play. At this point | do have to say 
that a NiGHTS control pad really makes Manx TT that 
much more precise - the bikes are really flickable, but 
the response you get from the analogue pad makes it 
possible to control the extent of your leaning into the 
various corners, so you can choose for sudden lurches or 
subtle turns around the more forgiving corners. 

So Manx TT really is an enjoyable road racer, 
but what of the lastability? The bottom line is that 
there is only two tracks, and the first, the Laxey 
beginner's track doesn't have any corners that can 
be described as taxing - it's the opposition (which 
is pretty tough) that gives this stage any kind of 
challenge. The TT course is far, far superior - 
longer than any of the Sega Rally tracks, demand- 
ing and exciting. Things are improved with the 
Reverse Mirror renditions of the tracks. Entirely 
different driving lines are required to master these 





The intelligence of the CPU opposition makes Manx TT a con- 
stant battle against other riders - as well as the course. 


Ra 
bask 





tracks, so essentially the number of courses is 
doubled. It would have been nice to see a bit more 
imagination, such as night riding or wet-weather 
conditions, failing that a new track (perhaps a 
guest appearance track from another game), but 
alas it was not to be. 

Just about the only irritating aspects of Manx TT 
are the music and the presentation. The latter is just 
dull - way disappointing after the huge amount of selec 
tables in Rally and DCE. As for the music - arghhh! It's 
revolting beyond belief, but you can turn it down. It's 
just a shame that some all-new tracks weren't put 
together. The sound effects are okay though, although 
the bassy rumble from the arcade is missed 

At the end of the day, there's little point denying 
that Manx TT isa classy videogame. What quibbles 
you might have about the sound and presentation 
can’t disguise the fact that this is just great fun to play 
and does a great job of recreating the coin-op. 


aTCW LEDBETTER 
RICH LEADBETTER 








The bikes take to the air on the first (and only) hump on the 
beginners’ Laxey course. 





The presentation is fairly basic, certainly not in the same 
league as Sega Rally and Daytona CCE. 


What is also very good indeed about Manx TT 
is that the CPU riders are just as vulnerable to 
the dangers of the course as you are. So 
unlike the invincible pace opposition of pre- 
vious racers, it’s now possible to see your foes 
come flying off their bikes... just ready for 
you to run over them! 





Maintaining speed with adept cornering and staying on the rac~ 
ing line is the key to success. 
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Fans of the X-Files, Dark Skies and American Government conspiracy theory related programmes in general rejoice, because GT are about 
to release the arcade hit Area 51 to enable you to reenact your deviant alien murdering fantasies in the comfort of your own home. 


Ea INTERACTIVE or those people unacquainted with the 





X-Files, you may well be wondering what 


aD the hell Area 51 is. Well it’s a secluded 


place situated in the Nevada desert in 
what exactly these are nobody can say for sure, but, 
there are basically two theories on the subject. Firstly, 
that Area 51 is the top secret (despite being well pub- hours all contact has been lost. Fearing alien world 





licised) area which the US government uses for test- domination, the powers that be decide to send in 
ing their futuristic fighter craft and weaponry. STAAR, an elite paramilitary unit cleverly dis- 
Interesting as this may be, it would make guised as motor mechanics. You are one of 
for a pretty dull game, so GT are amongst these boiler suit clad men. Your mission 
those who subscribe to the second theo- should you choose to accept it, is to 

ry. That being, that the US government infiltrate the alien ridden base and 


seek out Area 51's nuclear self- 
destruct system capable of mass alien 
annihilation. It’s just another ordinary 
day for these crazy guys. 
If you haven't seen it in the arcades, 


has in its possession alien space craft 
recovered from the scenes of incidents 
such as Roswell and are test flying 

them. Not only that but it is claimed they 
have actual aliens within Area 51, dead and 







! 





alive. It is this that is the subject matter of GT’s Area 51 is a first-person perspective shoot ‘em 
latest release, the aptly titled Area 51. up in similar vein to Sega's Virtua Cop series. As 
A downed alien space craft has been recovered such, it has the distinction of being the latest in an 
Basically, anything in day-glo colours is a sprite which canbe and taken to the top-secret base where within ever growing number of games to utilise the Virtua 
destroyed. So that includes those yellow drums. , 
Area 51 is an of the arcade original 
although the W is a little on the small side. 





That sight on-screen only appears when not using the Virtua 
Gun, It's actually easier with the joypad, any way. 


The graphics of Area 51 are of the FMV variety 
with sprites overlaid making the game 
appear very smooth indeed. The trade off has 
been with the size of the playing screen 
which has been reduced considerably and 
with a fence placed around the screen to dis- 
guise the obvious borders. You don't get this 
in the PlayStation version, and to the cynical 
it's as though you're wandering around Area 
51 with wire mesh strapped to your face. 


PE -»2, 


Bang. You dead. Or something. 
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a 3 


Hmmm. Inside Area 51 and things get tough(er). 


meee ore = 





Gun. As in most first- person perspective shoot ‘em 
ups, Area 51 has you following a predetermined 
route inside and around the Area 51 complex. 
Therein you'll discover hoards of screaming 


aliens who ought to be gunned down in a 
violent fashion with points being 
awarded for each kill. Extra points 
can be earned by shooting consecu- 
tive targets without missing, 
known as streaks and are essential 
for racking up a high score. In addi- 
tion, much of the background 
scenery is destructible, which when 
shot reveals secret weapons and 
power-ups within, not to mention secret 
rooms. The inclusion of a cowboy mode is 
most welcome too, whereby those people with two 
guns can play with them simultaneously. But then | 
always did that anyway. 


This is the fate that befalls you if you aren't quick enough. 















The stuck-on explosions don't 
look so good. 





As mentioned earlier, you are not alone in your 
quest to find the self destruct system as you're 
accompanied by other members of your STAAR 
team. They tend to get themselves in the line 
of fire but must not be shot as it results in you 
losing a life, just like shooting a hostage in the 
Cop games. Unlike the enemy aliens however, 
they’re not sprite based and are in fact real life 

| actors willing to sacrifice their artistic integri- 

| ty to eam a little cash. 


As opposed to the rather spectacular polygon 
fest of the Cop games, Area 51 is quite different in 
that it’s all been done in FMV with the shootable 

targets being cleverly overlaid sprites as in 
the arcade version. In fact visually it 
would appear that Tantalus have 
done a very good job indeed of 
recreating the arcade game. The 
one notable exception to this 
being the relatively small playing 
screen featuring some rather large 
borders which Tantalus have 
attempted to disguise by sticking a 
mesh fence to the screen. Admittedly 
when you first play the game it does 
quite a good job of fooling you into think- 
ing that it’s full screen, but now you've read this 
the illusion will be shattered and you'll notice 
straight away. Sorry. 

However, graphically Area 51 is a bit on the ropey 
side with the sprite characters lacking in animation 
and not blending particularly well with the FMV. The 
extensive use of full-motion video also gives you the een ac) 
impression that you're watching an extended intro CUPS EL, 
rather than playing a violent shoot ‘em up. Although 
quite tough with plenty of on-screen mayhem ensu- 
ing, the game itself remains fairly short and lacking 
the depth of it's Cop counterpart. Area 51 is the kind 
of game you can put on for a ten minute blast and 
enjoy, but as a long term investment it falls short of 
the mark. With the exception of the Cop games, Area 
51 is the best of a bad bunch. 


LEE NUTTER Ss 








Ho hum... we think you've got the idea now. 
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Marvel characters gain their superpowers by either a) being bitten by a radioactive animal or b) being exposed to lethal gamma 
radiation. The Hulk falls into the latter category, but the developers of this game deserve to be subjected to both. 


ERR sets 
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WALK 'N' HIT 








OUT _NOW 











Considering that the Hulk is one of the most pow- 
erful characters in the Marvel universe, it's bit of 
a surprise that he comes across as something of a 
wilting violet in the game. Delicate glass panels 
pose no obstacles to his big green fists, but any- 
thing harder than that and it's chaffed knuckles 
time. Punch a wall and all that happens is that 
pathetic polygon fragments come flying off. 
Locked doors remain so until switches are activat- 
ed, and the feeble robot enemies take three or 
four hits to dispose of. This all stems from a com- 
plete lack of imagination on the developer's part; 
a Mass Destruction-style game in which the Hulk 
well and truly smashes would have infinitely 
preferable. And probably a lot better. 
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’m not going to save it for the final com- 

ment, I'm going to tell you right now that 

The Incredible Hulk by Eidos Interactive is 

without a doubt the worst Saturn game 
I've ever had the misfortune to play ever. Ever. And | had 
to review Doom. I'll go into just why it’s so bad later on, 
but for now here’s a cursory glance at the plot. The Hulk 
blah blah captured yadda yadda Pantheon rhubarb blah 
taken to secret hide away yadda yadda yadda bad guys 
crash into their own base blah rhubarb blah Hulk 
escapes yadda yadda fight his way out. It’s just as well 
you weren't expecting an epic, sweeping cross-over type 
storyline in which, after much agony and introspection, 
Banner finally comes to terms with his irreversible condi- 
tion and then gets angry and smashes the place up. 

By now you will have glanced at the final 
scores and concluded that | enjoyed playing the Hulk 
about as much as | would relish the prospect of gar- 
gling napalm. But just how was it possible for devel- 
opers Attention to Detail (snigger) to come up with 
such a stinker? Well let’s take a look. 

1) To start with, the whole game concept stinks. It's 
a Loaded style 3D exploration game, in which the 
Hulk has to find switches and whatnot to open 








doors and activate lifts. This would be fine if it was 
some other character, but the Hulk is the Hulk for 
gawd's sake. Why can’t he just smash through 
doors and climb up lift shafts? Because then there 
would be no point to the game at all. Once again 
we are faced with a Marvel license which complete- 
ly ignores the abilities of the character. 

2) The graphics stink. The 3D environment is boring 
and jerky, and the draw distance is appalling. You 
can't see more than a few ‘feet’ into the screen at any 
one time. Punch any part of the scenery, and dodgy 
looking polygon fragments fly off, looking extremely 
stupid. The animation on the Hulk sprite is abysmal 
and the ‘attention to detail’ is shocking. Jump (if you 
could call it that) next to a wall and the Hulk's shad- 
ow moves halfway up the wall as well. The enemy 
sprites are dull, and extremely blocky to boot. 















The landscape is very, very short on detail. 


Marvel's 





makes a most notorious appearance 


in what is one of the most 


3) The sound stinks. The music is appalling ‘rawk 
and the effects are rubbish too, but they end up 
being the best part of the game so don't deserve 
an in-depth molesting. 

4) The gameplay stinks. Your control over the limping 
Hulk sprite is vague, and it's often hard to tell where 
you are in relation to the bad guys. Speaking of which, 
puny robot sprites seem to be able to dish out more 


damage than the all-powerful Hulk, which is preposter- 


ous. Airborne enemies are nigh-on impossible to hit, 
and the profusion of mines and laser turrets mean that 
the Hulk is in for a toasting. Even on the easy setting, if 
you last more than ten minutes you're doing well. This 
plainly wrong, as in the comics the Hulk has immeasur- 
able strength and can leap up to three miles. 
Something to bear in mind for the sequel, perhaps? 

5) There is no long term playability. Or much in the 
short term either. One go on The Incredible Hulk and 
you'll fee! like you've lost all faith in videogames. Play 





The animation on the Hulk is really bad, the scrolling jerky. 


it for more than ten minutes and you're either quite 
mad or a games reviewer. | qualify on both counts, 
and | couldn't stand it much longer than that. 

So The Incredible Hulk is not quite a triple A 
release then. It's another one of those games which the 
publisher has quietly slipped into the shops hoping 
they'll sell with a few ads and no reviews. 'm not trying 
to be funny or clever by giving it such a low mark, the 
simple fact is that | cannot adequately describe just 
how bad itis. | can’t imagine for a second that the 
developers looked at what they had and thought ‘yeah, 
that's great, let's release it now’. I'm surprised that 
Eidos had the audacity to even release it, and | doubt 
that Marvel will be overjoyed with the end product 
either. The simple fact is that The Incredible Hulk is, 
absolutely awful. It’s an embarrassment to Eidos, to the 
developers, to Marvel, and to the Saturn in general 
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Horrible “debris” appears when the Hulk hits a wall! Awful! 
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This should be a game of mass destruction (with Hulk fighting 
Abomination, Juggernaut etcetera), not this horrible concept. 





Why should Hulk have to flip switches to solve puzzles and open 
doors? He can lift over 100 tons in the comics! Hulk smash! 


There have been a long line of Marvel games on 
the Sega systems, from the original Spider-Man 
games on Master System and Megadrive 
through to the current Capcom arcade conver- 
sions such as X-Men: Children of the Atom and 
the upcoming Marvel Super Heroes. Most 
Marvel games also have a reputation for being 
rubbish, witness Hulk and the Captain America 
games on the Megadrive for examples. Here at 
SEGA SATURN MAGAZINE we'd like to see a con- 
version of the four player X-Men scrolling beat 
"em up that was knocking around the arcades a 
few years ago. It was a top laugh and the Saturn 
could no doubt handle a spot-on conversion, 
how about it Konami US? 
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LOST VIKINGS 2: NORSE BY 





Interplay’s latest offering is another victory for gameplay over graphics with enough puzzles to keep even Carol Vorderman occupied 
for a while, though | could think of better ways to keep her occupied. 


oe INTERPLAY 
ram PLATFORM PUZZLER 











Eric uses his rocket boots to 
reach the key as only he can, 


It may look like a scene from 
Mr Bones, but it isn’t. 


aa 


Conveniently placed around the first few puz- 
zles are some panels with a question mark logo 
on them. When activated a speech bubble pops 
up which hints at how to overcome the prob- 
lem at hand by showing you a certain move 
that one of the vikings posseses. Whilst you 
may think this detracts from the fun of solving 
puzzles, they are made scarce after the first 
level leaving all the elaborate and complex 
puzzles for you to sort out on your own. 





pas 
Olaf will need help if he’s to _—Baleog is the only Viking with 
get through the wall. 4 weapon to kill baddies. 
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nterplay seem to have 
found a niche in the mar- 
ket with their latest release 
Vikings 2: Norse by 
Norsewest. Not only does it have the distinc- 
tion of having one of the worst titles of any con- 
sole game but it’s also the only game I can think of 
with Vikings as the main characters. This shouldn't 
come as too much of a surprise as Vikings were not 
nice people. A large proportion of their time was taken 
up with raping, pillaging, wearing lethal head gear and 
belching. Beam Software who programmed Vikings 2 
were obviously aware of the uniqueness of this game 
and saw fit to exploit it to the full and as such have 
made Vikings 2 the definitive Viking game by which all 
others shall be judged. Not that I'm predicting a whole 
wave of Viking clones in the near future. 
The eagle-eyed among you may recognise this as 
the sequel to the very popular Megadrive and Super 
NES hit, Lost Vikings. Well guess what, they're lost 















‘Teamwork is essential if you are to be suc~ 
cessful in Vikings 2. Just remember that. 






again. Whilst voyaging home from for- 
eign lands, Olaf the Stout, Eric the Swift 
and Baleog the Fierce are plucked from 
their long boat by a mysterious teleporter 
beam just as they were in spitting distance 
of home, Our three unlikely heroes re-emerge on 
board the space craft of the evil alien tyrant, Tomater, 
who has a painful and bloody demise awaiting them 
However, largely as a result of technical difficulties, 
the Vikings manage to escape his evil clutches and 
gain some special weapons. But before they have 
chance to return to the land of blonde hair and blue 
eyes our heroes are whisked off once more to a mys- 
terious world somewhere within the confines of 
space. Intriguing. 

The game itself is a platformer which incorpo- 
rates a large amount of puzzle-solving. Each of the 
Vikings has their own special abilities and weapons 
which, when combined enables them to overcome all 
manner of obstacles. One Viking alone cannot com- 
plete any of the puzzles so it becomes a matter of 
teamwork utilising the strong points of each Viking to 
compensate for the deficiencies of the others. As the 
player you are in control of all three Vikings and must 
switch back and forth between them selecting the 
one whose ability best suits the task. However if any 
of the bearded bunch should perish and ascend to the 
great long boat in the sky then effectively it’s game 


‘As Baleog the Fierce uses his bionic arm to destroy one of the mutant creatures, 
Eric and Olaf ponder over the moral justifications of such an act. Hmm... 





over as all Vikings are needed to complete the game. 
The task that awaits our three heroes is to seek 
out the various ingredients needed by the local witch 
to make a short range teleportation spell to eventual- 
ly get them home. As it’s only short range though 
they can only be teleported to the next level, where 
again they must find more ingredients hidden on the 
platforms and guarded by hideous creatures. The 
ingredients themselves are not difficult to find, how- 
ever they are usually at the other end of a tricky puz- 
zle, Once they have been retrieved it's simply a matter 
of taking them to the witches cauldron so she can 
work her magic. The problem for our troublesome trio 
is that the witch hasn't quite got to grips with her 
spells and has a nasty habit of losing Vikings in the 
teleportation process. Normally our heroes would be 
stuffed without the help of each other but thankfully 


You'll find that many of the puzzles involve finding keys for the 
gates scattered about the levels. Actually finding them isn’t 
that difficult, it’s getting to them that causes the problems. 





You don’t have to be in MENSA to figure this out. But it helps. 


Aha! The illusive teleporter. 


extra characters have been thrown in along the way 
who are playable once they've been rescued. Lik 
the Vikings they too have their own special abilities 
such as Fang the Wolf who has razor-sharp claws to 
attack his foes and Scorch the Dragon who breaths 
fire onto his attackers. To be perfectly honest I'm not 
a great fan of puzzle games and not having played 
Lost Vikings before | had no idea what to expect. 
However, after playing Vikings 2 for the best part of a 
weekend | was pleasantly surprised with what | 
found. Vikings 2 is an incredibly fun game to play 
with a novel twist on the normal platform formula by 
placing you in control of three characters simultane- 
ously instead of just one. This adds a whole strategy 
element to the proceedings making this a thinking 
mans (or womens for that matter) platformer. The dif- 
ficulty level of the vast amount of puzzles is just right. 
You start off by being told how to overcome the first 
few puzzles and with which character, then each puz- 
zle that follows is an elaborate and complex variation 
on these. Coupled with the cool sound effects and a 
good dose of humour, usually via the voice-overs, 
Vikings 2 has a very cartoon type of feel to it remind- 
ing me somewhat of the Earthworm Jim series. The 
in-game music deserves a mention too as it's not your 
average platformer music and is pretty cool if you're 
into all that techno stuff. The bottom line is that 
Vikings 2 is excellent fodder for platform/puzzle 
enthusiasts, with plenty of lastability. 


ey 
LEE NUTTER 





After pinching a magical helmet from Tomaters space craft, 
Eric (the ginger one) has the ability to swim under water for 
long periods of time without the need for oxygen. That's handy. 



















US ATLL Sea 


After their adventures in the 16-bit original, 
the sequel picks up with our triumphant trio 
making their way home on their Viking long 
boat. But the evil alien Tomater has other more 
sinister plans for them and teleports them onto 
his space craft. A punch-up later and our 
heroes are teleported to a strange world, where 
once again they’re lost. Who said lightning 
doesn’t strike twice. Just check out the intro for 
further details. 
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Sick of playing X-Men? Tired of waiting for Marvel Super Heroes to emerge? Well cheer up, because Acclaim’s latest super hero license 
may be just what you're looking for. Then again... 











PLATFORM/SHOOTER 








OUT _NOW 

















X-0 Manowar comes face to face with one of the aliens which 
thas the ability to fire bolts of electricity from its finger tips. 





The pyrotechnics are rather unspectacular to say the least. 


The one improvement that can be seen in 
the Iron Man game over the recent Batman 
game is that the action takes place on sev- 
eral platforms. This is achieved via the 
boost move that both of the two super 
heroes possess which sets them in flight for 
a limited period of time allowing them to 
reach the higher levels. Eventually though 
the boost runs out requiring our heroes to 
sit on the sidelines for a while until their 
boost power is replenished. 
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fter the ludicrously appalling Batman 

Forever, Acclaim have obviously acquired 

a taste for comic licences and as such 

have released Iron Man and X-O 
‘Manowar in Heavy Metal to give it its full title. 
Programmed by the very same people responsible for 
the recent Batman effort, they're obviously hoping to 
redeem themselves with their latest release, a side- 
scrolling platform shoot 'em up no less. Featuring the 
two metal titans for the first time in a game ever, it is 
claimed to be the ultimate in super hero power and 
realism, Hmm... We'll see. 

The game itself requires our two heroes to 
progress through the various levels carrying out the 
mission objectives outlined prior to the start of each 
level. Don't worry too much about this though 
because they have absolutely no bearing on the 
gameplay at all. You simply walk or run from left to 


Battle as either 





right killing all sorts of evil wrong doers who have the 
misfortune to get in your way. At the end of each level 
you'll come face to face with a nasty boss character 
who attempts to draw to an end your super heroic 
life. At times, these are quite tricky to kill, especially 
when a time limit is imposed upon the proceedings. 
As the player you are given the choice to play as 
either of the two main characters, Iron Man or X-O 
Manowar. Each of them differ in terms of super pow- 
ers and abilities but overall are pretty evenly matched. 
They both have a variety of weapons, usually of the 
ray beam variety which can be upgraded considerably 
throughout the course of the game. This is done by 
collecting the power-ups discarded by the bad guys 
when they are killed. Both characters also feature a 
boost move, which sets them in flight for a short peri- 
od of time via their rocket boots. This becomes useful 
for reaching the villains that are hiding on some of 


through the 


to prevent the 


Iron Man's special weapon is the EMP Device. 





If Acclaim have a 


should be 


the higher platforms and dodging the ones that 
aren't. However including this has obviously been at 
the sacrifice of being able to walk into and out of the 
screen making the gameplay even more linear. A two- 
player option has also been included which adds 
somewhat to the longevity and also makes complet 
ing the game a slightly easier task. 

However try as | might, | find it hard to be 
enthusiastic about Acclaim’s latest offering. You'd 
think Acclaim would know better than to release such 
substandard nonsense as it does their reputation no 
good whatsoever. Their name is quickly becoming 
synonymous with the words “crap” and “game’. Iron 
Man obviously runs on the same engine as the recent 
Batman Forever game and likewise the graphics are 
terrible with the motion capture system being equally 
as disappointing. They fail to scrape the surface of the 
Saturn’s awesome 2D sprite handling capabilities 
showing us little that couldn't be achieved on the 





Arachnaphobics beware as this game features quite a few hairy 
spiders which produce a blocky explosion when shot at. 









Each of the weapons that either Iron Man or X- 
© Manowar carries can be fully upgraded by 
collecting the power-ups that are left behind by 
the dead villains, So for example if you collect 
the right power-up your normal pulse laser can 
become a bi-directional homing laser. This is in 
addition to your EMP Device which fires a huge 
beam from your chest. 


all those in it 









Megadrive. As in Batman Forever the end-of-level 
bosses are particularly ugly to look at and all employ 
the exact same cheap tactics. It's so frustrating! 
Gameplay wise there are no revelations here. The 
action is repetitive with little variety in the 
moves or weapons and with the mission 
objectives being incidental to the game 
play. The music is also pretty dire. 
Yes, | understand that there is a 
heavy metal theme tothe game but (ij 
that really is no excuse forthe terri- 
ble music. Thankfully it can be 
turned off on the options screen other- 
wise | would have done myself in by now. 
In short, Iron Man and X-O Manowar 
in Heavy Metal is more of a chore than a 
challenge. Don't be fooled by the Marvel 
Comics (or indeed Acclaim comics) licence, it 
doesn't make the game any more enjoyable. If 
Acclaim have a quality control department, all those 
in it should be on the receiving end of a brutal kicking 
for letting this one slip through the net. Games like 
this have no place on the next generation consoles 
and will not be tolerated. 


Doesn't it look incredibly similar to Robocop Vs Terminator? 
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A few blasts from X-0 Manowar's pulse laser beam and this 
evil alien is toast leaving in his wake a weapon power-up. 
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MASS DESTRUCTION 





If ever a title could effectively sum up a game in two words this would be it. There's little ambiguity in the title Mass Destruction. Such 
a name conjures up vivid images of a kill or be killed, destroy everything in sight kind of game. And that's just what it is. Sort of. 


MASSIVE EXPLOSIONS! 


There are some excellent graphical touches 
in Mass Destruction to make it as good to 
look at as it is to play. The pyrotechnics are 
amazing, with massive sprite based explo- 
sions as you unleash a couple of missiles in 
the general direction of an enemy building. 
Especially impressive is the awesome flame 
thrower which burns everything to the 
ground. The way the explosions reflect in the 
water looks pretty cool too. 





Mindless destruction at its absolute best. You just can't beat it. 


Or at least that’s what the programmers thought. 


‘euch 


~~S 


Failure to comply with your mission objectives results in you 
being whisked off to a court marshal in this big chopper. 
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ass Destruction originally started life as a 
PC game before being hastily snapped up 
for a Saturn release under the imaginative 
title of Tank. A few months later and after 
reverting back to its original title the Saturn version of 
Mass Destruction is ready for release. And it's going to 
be a corker. You'll see. The game itself is possibly one of 
the least pretentious games about. It has absolutely no 
plot, no storyline and no justifications for the mindless 
violence and mayhem that ensues. It's being touted as a 
videogame produced for the sole purpose of entertain- 
ment. It's that simple. You could however say it’s pre- 
tentious in advertising its unpretentiousness, but that's 
Just being pedantic (and maybe a tad pretentious - 
Rich). Mass Destruction also bears uncanny similarities 
to the Amiga classic Firepower and the 3D0 sequel 
Return Fire so you'd be forgiven for thinking that they 
were somehow related. But they aren't, as essentially 
Mass Destruction is a very different game indeed. 
Intrigued? Read on... 
Mass Destruction places you in control of one of 
three tanks, each with different armour and speed 
but all retaining the same lethal arsenal. Your task is 





to complete your various mission objectives within 
the fully functional environment. The missions are 
usually of the search, destroy and rescue variety with 
the overwhelming emphasis being on the destroy bit 
Once your mission has been successfully completed 
your are transported to the next mission in a different 
environment. Whilst this may sound remarkably simi- 
lar to other titles Mass Destruction differs in one 
major respect. The idea of the game is not necessarily 
to progress through to the end of the game, but ina 
similar way to NiGHTS and various games of old, 
Mass Destruction is a score attack game. Each of the 
destructible enemy buildings, soldiers, tanks and 
jeeps are worth a certain amount of points. The idea 
is to cause as much destruction as possible to get the 
biggest score. This is entered on the high score table 


The huge sprite-based explosions as your enviroment 
crumbles around your ears look very spectacular indeed. 


be 
Note the abundance of excellent explosions. 


. 
On 


Flame the troops and watch them scatter... on fire! 


NZ 





Destroying civilian buildings in downtown suburbia is cool. 





The sandy desert setting gives way to soem explosive action as 
a couple of missiles are launched at the local kibutz. 


ot 





Mass Destruction looks great, it's easy to play and with the . 
score attack element it should Occupy you for quite some time. 


and the idea is for you to come back and beat it time 
and time again. Or so the theory goes 

Naturally with this being a game which focuses 
substantially on destruction, the programmers would 
have to make the destruction pretty spectacular. And 
that’s just what they've done. Each of your weapons is 
capable of making some huge sprite-based explosions 
as your environment crumbles around your ears 
which looks very spectacular, especially when you can 
see the reflections in the water. Though the action is 
viewed from a plan perspective the environment is all 
in 3D and fully functional, meaning your tank reacts 


Unleash one of your mighty vortex missiles and a huge spheri- 
cal fire ball engulfs all your immediate surroundings. Cool! 











Just take a gander at the reflections of the massive explosions 
in the water. Pretty damn impressive or what, eh? 


to every bump and dip in a most realistic way. In addi- 
tion just about everything is totally destructible, even 
the trees which results in some thunderous explosive 
sound effects. All this running at a super-smooth 60 
frames per second, that's the same as Saturn VF2 

On the down side though, NMS have left out the 
all important two-player mode which really is a trav- 
esty considering how well it worked in 3D0 Return 
Fire. The game engine is obviously excellent and easi- 
ly capable of supporting a split screen two-player, 
which leaves you feeling that this really is an opportu- 
nity missed. And although the missions are quite var- 
ied, ultimately what each of them boils down to is 
destroy everything which after a while may get a tad 
repetitive. Having said that, Mass Destruction looks 
great, it’s easy to play and with the score attack ele- 
ment it should occupy you for some time. If it’s a top 
blaster you're after, this is definitely worth a look. 
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The nuclear plant is soon to be an enviromental disaster. 
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Power-ups are an integral part of virtually 
every shoot ‘em up and Mass Destruction is by 
no means an exception. Once the ammo is suit- 
ably depleted it becomes necessary to seek out 
power-ups to replenish your supply. These are 
usually scattered about the levels and are also 
hidden inside enemy buildings. 














What was once a beautiful piece of modern architecture is now 
a flaming heap of rubble. Essential for racking up high scores. 








(Left) A good example of what not to do at a petrol statiuon. 
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Cast your mind back. Way back. Further than that. No, you're not trying hard enough. What can you see? The dawn of the 32-bit 
consoles and some game called Spot Goes to Hollywood? That's right. And now, at long last, Spot is finished. Well hallelujah. 


Beas VIRGIN 
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Spot indulges in a spot of opera. Oh how we laughed... 


The six worlds in Spot Goes to Hollywood all have 
a tenuous movie-related theme. You begin on a 
pirate ship under attack from a giant octopus, 
before moving on to an Indiana Jones-esque jun- 
gle temple, which includes the compulsory mine 
cart level, and a haunted house home to none 
other than Count Dracula himself. In addition to 
this, there are three bonus worlds comprising of 
a Wild West themed zone, a blatant Jurassic Park 
rip-off, and a sci-fi extravaganza finale. Locating 
these hidden sections, however, will require all 
the platforming skills you can muster. 
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hese ‘fashionably late’ releases seem to 
be something of a theme over at Virgin, 
Spot Goes to Hollywood first surfaced in 
1994, and only now is it complete. Heart 
of Darkness is also one of theirs, and that’s been in 
development for over three years as well. But who can 
blame the programmers for wanting their creations to 
be perfect? After all, every Quake release date given 
out by id software was simply ‘when it's finished’. Still, 
we're not here to ruminate about missed release dates 
and development hell, we're here to ruminate about 
Spot Goes to Hollywood. So let’s ruminate. Right then. 
A sequel to the classic Megadrive platformer 
(that’s the original Coo! Spot, by the way, not the ver- 
sion of Spot Goes to Hollywood released on the 
creaky 16-bit system over eighteen months ago), Spot 
Goes to Hollywood is an attempt to take the round 
red zitty one into the next generation, utilising ren- 
dered graphics, quality sprite animation and the free- 
dom offered by an isometric playfield. The beautifully 
rendered intro sequence explains what little there is 
of the plot. Whilst slumming it inside a cinema vend- 
ing machine, Spot gets sucked in a movie projector, 


Spot Goes to Hollywood 





and so must battle his way through six movie themed 
worlds if he is to get back to the comfort of his refrig- 
erated fizzy drink dispenser in one piece. 

Of course whilst Spot has been languishing in 
development hell, Sega themselves have got in on the 
isometric platformer act with Sonic 3D. So how do the 
two compare? Well, both have rendered backgrounds, 
but while Sonic also makes use of rendered sprites, 
Spot and his adversaries are well animated cell-drawn 
creations. They have a bit of a Disney feel to them, 
maybe even too much of a Disney feel in places; a case 
in point is the wild boar sprite on the Jungle level that 
bears an uncanny resemblance to Pumbaa from The 
Lion King. The animation on Spot himself is excellent, 
and the little red guy has the same ‘kewl’ personality 


to more recently developed software 











Out in the wilds of Adventure 
world, Spot finds a big B. 





The minecart level is probably the best part of the game. Those 
yellow arrows change the points when shot. 


By shooting the barrel type objects found on 
each level, Spot collects special weapon 
upgrades that aid him in his quest. The most 
common power-up is a simple 3-way shot, but 
he can also acquire freeze shots, power shots 


The and the little red guy and dynamite packs that blow even the most 
eae . oe stubbs bstacle t of the zit-lik ¥ th. 
has the he did in the Megadrive original. | ‘iso vattabie inside bonus barel are SpotDots 


and the occasional bad guy, so stay alert. 


he did in the Megadrive original. Leave him alone for a soon becomes a very monotonous experience. 
while, and he'll make calls on his mobile The mine cart section is admittedly quite good 


fun, but even this becomes frustrating as you 


phone or tap impatiently on the screen. 
Unfortunately the level construc- continually just fail to make a jump you 
tion is not as varied as that in Sonic 3D. couldn't quite see, It also highlights the inad- 
Just about all the levels are completely lin- equacies of the level design. It’s set ina 
ear, so you find yourself just going up and ; mine, so there could be all kinds of chasms, 


right all the time. This is not so bad on the drop-offs and what-not, but in the end it's 
initial pirate ship levels, as you would just more of the same ‘up and right’ inac- 


expect a boat to be long and thin, but tion on a decidedly flat floor. 

long, thin cave systems or haunted hous- Spot Goes to Hollywood is not in the 
es? | don't think so. There are loads of same league of badness as some of the 
hidden warps to find which whisk play- atrocities we've seen this month, but 
ers off to the innumerable bonus sec- there’s nothing about it that really leaps 
tions, but even they don't break up what s out and grabs you by the throat. It looks 


reasonable, but is nowhere near the cutting 


edge, probably due to its interminable development time. 
| think that that is really what lets the whole game down, 
Spot is effectively now two or three years out of date, and 
nN developers should surely have had time to do something 
about the sloppy controls and poor collision detection 
which only add to the game's woes. Had this game been 


‘Spot answers his mobile, then dies horribly. a Saturn launch title, it would have been unique for the _ 7 
time, and would probably have been reviewed more sym- 

pathetically. As it is, Spot Goes to Hollywood doesn't hold 

acandle to more recently developed software such as 

Sonic 3D. It’s a nice try, but it’s a bit on the late side. 
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The clapperboards act as restart points in Spot's adventure. 
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MEGAMAN whi 


Capcom's classic platform hero has finally arrived on the Saturn in his first official release, but can Megaman really hope to recapture 








his 16-bit heroics of yesteryear? Find out NOW! 




















== VIRGIN apcom’s resurgence in recent years has 
surely been nothing short of miraculous. 
£TBA From a company that became complacent 

by releasing rehashed, carbon copies of 

its own successful Street Fighter series to its stream- 
—————__lined rebirth (due in some small part to both Resident 

MARCH Evil and that self same fighting game series) Capcom 











have managed to reinvent themselves. Fortunately, 
the mass market appeal of certain titles has enabled 


limited, niche markets. Chief among these has to be 
the Megaman series (known in Japan as Rockman), 
popular for their colourful, cartoony graphics, testing 
platform action and over-the-top bosses. Now 
celebrating his tenth anniversary with the gorgeous 
Megaman 8, Capcom’s bionic blue boy is making his 
first UK Saturn appearance in Megaman X3 thanks to 
Virgin Interactive Entertainment. 

Originally released on the Super NES as the third 
episode of the second Rockman series, MMX3 is 
set hundreds of years after the NES series. X 
is a future version of the original 
Megaman who was found in a capsule 
by a scientist named Dr Cain, Using X's 
advanced design, Cain built highly 
sophisticated robots that could think for 
themselves and called them “Reploids”. 
Trouble arose when Reploids started to 
turn against humanity. In order to stop the 
droids that went ‘Maverick’ a special police 
force was formed called the, believe it or not, Maverick 
Hunters. The leader of this force, a Reploid named 
Sigma, went AWOL and later lead other Reploids in a 
full scale attack against humans. X decided to join the 
remaining Maverick Hunters, now led by a Reploid 
named Zero, in the fight against Sigma. in the first bat- 





The obligatory ice level raises its ugly head once again. Note 
the HUGE vertical borders cropping the screen. 
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Devious Sub-bosses hamper Megaman’s journey. 
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Capcom to continue producing fan favourite games for 





The poor quality of the opening cartoon sequence is dodgy to say the least. 





tle against the forces of Sigma, Zero sacrificed himself 
to help X defeat Sigma and his forces. A few years later, 
three followers of Sigma formed the “X Hunters” in an 
attempt to destroy X and bring Sigma back. The X 
Hunters had found all of Zero’s parts and were 
attempting to rebuild him, but they needed Zero’s 
control chip which was held at the Maverick 
Hunters’ home base. X had to defeat the 
new rivals to retrieve Zero's parts, and 
then faced off once again with Sigma. 
After the destruction of Sigma, the world 
‘once again began to return to peace. A 
Reploid scientist, called Dr Doppler, found 
that the reason the Reploids went 
maverick was due to a virus, which he man- 
aged to isolate and neutralise. After Doppler's 
discovery was put into use, several powerful Reploids 
became followers of Doppler and joined with him. 
Months later, something went wrong and Doppler and 
his army turned irregular from the virus that Doppler 
supposedly neutralised. X, now joined by Zero, set out 
once again to take up the fight. 


It's not as if the Saturn Can't flandle a few layers of parallax scrolling 
and a handful of 2) animated characters so why the screen reduction? 








the first stage and then tackle any 
of the eight remaining levels. 


Memorize your enemies 
attack patterns and find 
their weak points. 


While the of Megaman X3 





platform shoot ‘em up 


it's my sad duty to inform you that the Saturn game is a 


Players guide X through eight increasingly tough 
platform-based levels, blasting foes (with the aid of his 
powerful, arm-mounted X Buster cannon), dodging traps 
and attempting to make it safely to a rock-hard boss, 
Each boss then takes the offensive using a pre-deter- 
mined attack pattern which must be memorised if X is to 
defeat them. Destroy a renegade robot and 
you're granted that Reploid’s particular 
weapon. As with every single Megaman 
game, players are then able to access their 
accumulated weapons and use certain 
devices to dispatch specific foes, Once the first 
stage is completed, you're then free to tackle ee 
each level in any order. At certain points in the | 
game players are allowed to switch between X and 
his partner, Zero. Despite the obvious wardrobe 
change, there's really very little to differentiate 
the two characters until special weapons and 





armour are collected. Completing the game is a chal- 
lenge in itself but returning to each stage, discovering its 
secrets and then using those extra devices to open up 
other levels adds to the game's longevity. 





















is : 
Defeating each boss is the 
key to gaining extra weapons, 


fm 








aa 


Fans of the NES and SNES Megaman games will 
find X3 a real challenge. 


The 32-bit version of X3 is basically a conversion 
of the Super NES game with a few new touches 
added to justify its leap to Saturn. Although identical 
to the original Super NES version, in terms of game- 
play, animated intro sequences and new sound effects 
have also been added, These animated clips are pre- 

sented in a classic Japanese anime style although 

the dubious quality of this footage unfortu- 
nately sets the low standard for the rest of 
the game. While the 16-bit version of 
’ Megaman X3 was a competent platform 
shoot-em-up it’s my sad duty to inform you that 
the Saturn game is a bit of a travesty. For a 
start there are obtrusive borders cropping the 
action. While that's certainly a familiar 
sight in most UK Saturn games, in 
Megaman X3 the screen is cropped vertical- 
ly for some reason. Strangely enough the PAL 
PlayStation game only suffers from minimal black 
borders at the top and bottom of the screen. It’s 
not as if the Saturn can't handle a few layers of 
parallax scrolling and a handful of 2D animated 
characters so why the screen reduction? As 
Megaman X3 is intended to generated interest 
among PSX and Saturn owners for a true next gener- 
ation version of the series, why are there no truly 
innovative enhancements to what is essentially a 
straightforward 16-bit port? The real crime is that 
Virgin have decided to release this sham of a game 
instead of the glorious Technicolour platform 
delights of Megaman 8. As it is, this title is strictly 
for serious fans of the series only, 


—______@ag 
MATT YEO 


— 
Megaman powers up his X Buster, a powerful 
‘multi-shot weapon to aid him in his quest. 














With any Megaman game, fans are treated toa 
host of new boss characters each of which is 
equipped with a unique but devastating 
weapon. In the original series the likes of 
Bombman, Fireman, Spikeman and other 
colourful robots made their first appearance. 
For Megaman’s next generation outing howev- 
er, the bosses have undertaken animal-like 
characteristics and have ridiculous monickers.. 





ha 


BLAST HORNET 
WEAPON: LASER CUTTER 


ACID SEAHORSE 
WEAPON: ACID BUSTER 





VOLT CATFISH 
WEAPON: ELECTRO SPARK 


CRUSH CRAWFISH 
WEAPON: SHOCK CANNON 


NEON TIGER 
WEAPON: PLASMA CLAWS 


CT co | 
CC 5 | 
CETEDEES <7 | 
EEE 7 | 


overall 
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39 SEGA SATURN’ tips 


Due to circumstance beyond our control, this month's tips section has been produced by the lovely Phil Dawson, official office gopher 
and the only person on the face of the planet who has managed to take the concept of the plunge neckline and apply it to the back of 
his trousers. So if you're stuck with a game or you need just one more life for completing that oh-so tricky level, then you know where 
to come. Send in your top cheats, codes and hints to: TIPS, SEGA SATURN MAGAZINE, 37-39 Millharbour, Isle Of Dogs, London, E14 9TX. 








At last we have the first true Tomb Raider tip, and it’s a beauty 
This cheat allows you to skip to any level in the game. While 


playing, pause the game and go to your passport. Flip 


last page, then exit that page. Press 2, ¥, 2, X, X, X, Start 





you should hear a sound. Now use the exit page as if 


leaving the game. Instead of going back to the title screen, it 





should show you the 


Here we have some new codes for NBA Jam 
Extreme. There are a lot more codes besides these 
to be found in the game so if you do find any 
then send them in. 


Smiley Team 
To get the Smiley team enter initials as MJT and 
enter the birthday as March 22. 


All-Star Teams 
Enter your initials as below: 

AllStar East: (Tearm 1) LMH June 28 , (Tearn 2) EST March 14, 
All-Star West: (Tearn 1) WST July 12, (Tearn 2) RMC April 21 


Super Sports Team 
At the initials screen enter LAN September 10. 


Big Feet 


At the Big Head screen, hold Left while selecting 
Yes or No. 
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creen for finishing that particular level 


After beating the game with all 
seven Chaos Emeralds, go to t! 


e Options screen and highlight "Start 
nd A stage select will appear, giving you 
access to every stage 


Stage Skip 
While playing, press and hold 
either A, B, or C, and 

press Start 


Secret Code 

At the Start screen, press 

UP, RIGHT, A and C. Then, while 

pause the game and 

any of the following: 

A- Skip one act. 

B - Skip one level. 

C- Skip to last level. 

X- Gain a life. 

Y-Gain a medal. 

Z- Get all Chaos Emeralds. 


‘After the big head “hilarity” we're now treated to big feet. 
Please, no more, you're too funny. No, really. 


Ei 


a SE 








There’s actually a cheat to do all of this with- 
out finishing the game! See next month's SSM! 


To view the cinematic screens, press the Land R 
buttons on the title screen. Wait for the cut 
scenes to appear, then choose what video you 
wish to view. 


Wow! Choose your own FMV bit! It’s a dream come tru 



































Alternate Colours 
At the Title screen, simultaneously press 
UP, L, and R to change the colour of your 
mech. 


should be able to select Jaguarandi. 





¥ Ship Abduction 
r) After beating the game, wait for 
s Fa £ the credits, and when they start to 
« nN roll, move the control pad from 
\ LEFT to RIGHT. A tiny ball of light should 
\J1_ shoot across the stars, and when your 


& mech comes into view a ship will 





Different Camera Angles 

While playing, press X, Y, and Z all 
at the same time to get different 
camera angles. 





zoom by, take your mech, and fly to 
Select Jaguarandi (Easy Way) the blue planet with it 
At the Title screen, press DOWN, 
L, and R to select Jaguarandi 
Play as Jaguarandi 

Beat Arcade mode on Hard, then at the Character 
Select screen, move to Raiden, push RIGHT, and y 



















































































When the SONIC TEAM logo MISSION CODES 

appears on the screen, press A, B, | We've just received the mission codes for every 

RIGHT, A, C, A, DOWN, A, B, excellent game, so if you're having hav 

RIGHT, A. Next, at the title ON n es why not simply skip 

screen, press UP, DOWN, LEFT, 

RIGHT, A+ START. Highlight f 

any of Elliot's dreams, GDI: Global Defence Initiative Brotherhood Of Nod 

then press X, Y, Z, ¥, X, START. MISSION 2: sssstnsesecetsnrssetseenrsesees OBKOSQTWS Mission 2 

Start the dream, pause your j Mission 3 AGMGEHMBT : = Mission 3 ZIE3P536D 

game, and press RIGHT, A, LEFT, Mi TGDD2AM6Z on 4. HPYBF3NEG 

LEFT, Y, START. Lastly, collect 50 Mission 5 .. DB9BOAJ Mission 5: BPH8RP2GF 

crystals, and jump (or press Mission 6: LCTL6DO3P Mission 6: 3LXGVRRNL 

START if you're NiGHTS). If Mission 7: suse. BKYI6Q2CD Mission 7: .8KGA2PCRK 

entered correctly, a debug menu should appear. Mission 8  OSKUUK6HX Mission 8: .ESBOFWYER 
Mission 9 WWa44HWiA3 Mission 9 suees OTLTOIECS 
Mission 1 0ZWO53T3T Mission 10: MB34D8JPR 
Mission 11 WWMVVNVXP Mission 11 sven OGERBWS3T 
Mission 12: sucee GL2RIQ6IQ Mission 12: WWMDagTook 
Mission 13 4lzggNJDW Mission 13; SCUHO3BTQ 
Mission 14 DQRUAZS8W Mission 14: 3 ZGoWCIT3D 
Mission 15; UYVoxP63M. Missionis: RCG4YTSW) 
Missio JEQRGN2JXS : Mission 16 K8SYXSKOS 
Mission 17: .XOFJIEZSF Mission 17 ZGINQUAJNO 
Missior 6M7UH52PM : Mission 18 J8E3GNWHU 
Mission 19 6M7C8IFIS Mission 19: . K8APBKA8G 
Mission 20: .WH0Q1Z401 : Mission 20: . ..C4OXXVMIM, 
Mission 2 ODGYNAGT7 Mission 21 WF4SgXoZW 
Mission 4l2gBWIAP Mission 22 . RXLAVC2DT 
Mission 23: K8APUCMoX : Mission 23 Z1SKIOE6Z 
Mission 24: . SCUZHSYT3 | Mission 24 .VHDO2YPZ5 
Mission 25 ..K8A733AM9 
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Die Hard Trilo 


Welcome to the first instalment of our Die Hard Trilogy players guide. Over the 


jy. 


bring you a definitive guide to all three games. The first being a blast fest in the Nakatomi building, secondly is a Virtua 
CTU EUS CULE UE ES Gr OR OULU CORLL ALUN 


AU Us Ue acd 
De au cL Cc aed 
ue ae tole aed eee 
See RU eC aa) 
Ne CU ec e eea rty 
Ree Ru Care ee CR uCe a 
Your job is to explore all nineteen levels of the building 
PU SRA uncer eRe 
rooms on the top floor. Each level contains a whole host 
CEU ue rons 











CS ULL val 4 





SUP ee Ue ccd 
held at the highly reputable Nakatomi building. The evil 
De ee Ue a ie ee 
in bonds from the building vaults. Time is not on your 
PE ea ou read 
Cece RS od eee ue sat 
Reet ee ce eu ae 
ing your way up from the garage to the com- 
puter rooms on the top floor. Each level contains a whole 
et each EW scans 


Ao) eee ee Get cou tra 
handgun. Each clip contains thirty bullets. Surprisingly 
eee eet eek ana eee 
good and the range isn’t too bad either. The the down 
side is that it can only take out one person at a time, 
Pee ee sk ai 
SOR au Rene 
Set a Cun enn ect 
take cover and fire them off so that a new clip is insert- 
CaaS a 








ASSAULT RIFLE The Assault rifle comes with two 
thirty round ammo clips and is capable of killing 
Seen eect eke 
Cre eM ate Eee 
shoot off precious rounds. This is a rapid firing 
weapon and has got an uncanny ability to wipeout a 
Pee eect tis 
tons when firing to avoid enemy bullets. 


Pe) (6a) Ree eee 
Re eT e Oh  Ue aaa) 
ee Uc Lae aod 
Re ea es ee ee acd 
Deore WRU ee eee aun ad 
Creo Rue eet) 
ee Re Cees Runt 
thirty round clips. 


RAT ad) ieee kn 
a a eee ee ke) 





OU UC Td 
RUC 


thirty round clips like the others and drops enemies 
with a single shot. This doesn't fire a quickly as the 
Assault Rifle which is as good. The slow rate of fire 
means that ammo is saved, In theory if you do pick up 
Oe eR ee ec as 
Rue ue as ue Uc ce 


COSC ee eg 
ee conn ee scans 
tune emt eet 
eect tet egies ca 
Pee ase ceca 
fire on enemies that are standing next to hostages 
Prem eC aki he 
slow so make sure you take cover. The best way of 
using the shotgun is to take cover behind a wall 
eee see ecard 
Pee gress 


CO ACLU OR ua LC Re 
CT 


4. EXPLOSIVE SHOTGUN oh my gawafathers, this is 


Rea uc eee 
Pre Cum tere 


CN (at) hee regs 
ua eee OC a 
Presa eu eer oes 
Re RU nce ee ie ces 
po Oe eRe une ues ute cu 
eseeM Eau rec a 


VA 0 eee arene 
famous cuisine. Good job too, as it restores a small 
Pere nee ae 





een cent eae 
Although this is a weapon of mass destruction, it also 
works against you if fired at a target close range. If 
eee ru a ea a eee 
See RC ae encod 
Act ey eee nd 
impossible as well. 


GRENADE these babies can be found in crates 
UCR UC re Racca cig 
when a terrorist is killed. Grenades work the same 
ROE ener tun Se Ree 
re ee aie eee gee a 
thrown into a group of enemies. 


5. STUN GRENADE the stun Grenade stops terrorists 
cea une eine ret 
spills out leaving all the baddies in its wake open to fire. 


8. GREEN MEDI PACK Green medi packs are able to 


Cea ee ue EL 


ae Eats See ucts eared 
whole life badge, which comes in very handy when 
ee Ue eu eC a ree 

ee CURE see RO aa 
Peet een a 


9. BULLET PROOF VEST once McClane obtains the vest 
he is rendered invincible. The health badge turns green 

een cued 
colour. Once the badge turns yellow the vest has worn out. 














DUO CUO Le SL 
CU Ce Lue 





The radar displays the level layout, showing all 
RSET em oe enn ne 
indicates which way you're facing. There are four 
Cee aR eR CRE 
four is the most magnified showing all corridors 
and rooms in great detail. Zoom one show nearly 
the whole map, this is the most useful as you can 
see where all the terrorists are located around the 
eee Ose uno 
Pee ees 









CW ec ea ea Cus 
Ne cea eee Seca 
ee hee ea) 

ORANGE - Hostage about to bite the big one, save 
re eli) 

See rare CMe hentai a 


After every three levels completed, McClane is transport- 
ed to the roof of the Nakatomi building. This is a bonus 
game, several hostages are trying to make their way to 
the helicopter on the roof. Your job is to eliminate all the 
terrorist blocking their path. Once all the hostages have 
Ce eke a Re) 
you'll have thirty seconds to reach the lift. 





SUE Lah ae) 





tate 


GARAGE The first level of the game and the easiest. The 
parking lot is a wide open space so finding the terrorists 
ec eee ee ed 
CE een en a one) 
Pun east eaten ert 
because inside you'll find an explosive shotgun. The exit 
can be found in the centre of the garage. 


LEVEL 2 


Ltda UU) Pen eae aka 
exit the lift, quickly roll right to the end of the corridor 
dodging the two terrorists. The reason for this is that 





DUO Us 
RO 





when you start the level they appear behind you and 
shoot you before you have time to turn around. Make 
your way around the level disposing of the baddies 
then make your way back to the lift to find a machine 
Pre ee RUS ane Ras 
PS a ee eee 


PTA en eee Ree mc 


is the level for you. You may notice that there aren't 
‘many doors in this level, so create some by shooting at 
Cin eee on rear 
whole floor can be blown apart making it easy to find 
all the terrorists. Look out for the shotgun hidden in a 
Pee i ee ee 
CRU ese ee oe 
nied by his henchmen. Just throw a few grenades to 
TU Ae eee a 
Pe ee eae eee 





‘There's the boss. Kill! Destroy! 


CR URL aL 





tai) 

Oa oe 
Perec air 
level as soon as the stage begins, as there is an exe- 
cution about to take place. Shoot the terrorist point- 
ing a gun at the hostage to earn an extra life. Look 
eee ee ee rea) 
Pee went mae Tae 
grenade and smoke canister are in these crates so 
Pees eres 


MAINTENANCE 1 quickly took for the a purple dot on 
RU Ee auc acy SCR et eons 
Once the first group of enemies have been cleared 
Pr nies ca 
eee tee eter) 
Seeger una cae ee! 
See enc ena ed 
CEN eC ee RL Mee ee RET 
ree ee ar 








a 


COMPUTERS 1 one of the shorter levels in the game. 
Look out for the few bonus scattered around, these are 
mainly first aid supplies and grenades. Use the rooms 
een nea seta 
Pee tua eum tomes 
is found in the single lift in the corner of the map. 





ee 


ta 


EXECUTIVE 1 run towards the board room and take 
Cane un uur alee yee 
Se cen Uns TR eras 
Cee een ee cee ta 
the rada, run like hell to gain an extra life. Look out for 
a shotgun hidden in one of the rooms near the eleva- 
ACURA eke eR Ue ed 
aetna eaten 
be found at the other end of the board room. 





OR UUs 
ST LC US LGR 





a) 


CONSTRUCTION 2 on each side of the start elevator 
Pe mc ue et dee 
vest and the other contain a machine gun, Both are 
ence cre nce 
Cees at meee) 
Pree ae nace onary 
an ambush. Many baddies are around the area and a 
lot of innocents will be caught in the cross fire. 


tii hae aaa Ue CRUG een 
SU aoe lt Rt ee ae 
Again shoot through the windows to kill the gunmen 


Pete ric 1h) 





who are hiding the offices. As soon as the large group 
Seu eee co 
and pick them off one by one. The exit can be found in 
Cte 


naa 


Se Ener eee Rc Ore) 
eee ee eee 
eon en cage ee aan 
hostages by rolling into a safe area. Later on there will 
be an execution attempt in the far left corner. When 
you reach the hostage make sure the he does not get 
killed or you can kiss your extra life good bye. 





DOO 


LT hear eet Re 


lift and drop a couple of bombs in front of the boss. 
Once killed you'll earn an extra life. Bring down the 
rest of his goons and head for the exit. 














tye 2 


ihe ieree eee eee eel 
Ne ee eka 
the level and stop the execution to gain a life. Now 
run around the floor blasting the enemies and using 
Reem CRA Cac td 
Rocke 


tat 8 Ky 

DONUT UT) RSet ne a 
ua ue ea 
terrorists are stand on pillars above you, if you save 
Rae eee ken ns 
Shoot the gun men on the pillars first then drop down 
Beane a se er at 
you'll receive the extra life. the exit is situated in the 
ues nears 





tae 


Vere g cee teeta sts 
uae unt ku ue eed 
TU Ree a UU ea RULE 
she is a terrorist in disguise, then pick up the vest once 
Sa Ree ca RU Le 


Se a RU BU 


COMPUTERS 2 Dangerous one this. Many of the terror- 
ists are armed with shotguns, but lucky for you they drop 
them once shot. Use this to your advantage and shoot 
the large groups of gun men walking around the level. 
Pe eR eee met eal 
shoot the hostage if you still have the shotgun. Quickly 
make your way back to the lifts to go to the next stage. 





at) Pa NRCG eee) 
stop the execution. Now run around the level and kill 
the first set of terrorists. Once the second wave 
Se Cece mae a eg 
weapons the gunmen leave behind and wait at the 
lifts until the bomb arrives to exit. 


Tiel A Bhar? 






CUR 


ea TS 


a 


OFFICE 4 took out for the gunmen with explosive shot- 
eee CnC kere Un a ae 
Rene i uno suena ag 
you they drop their guns, pick them up and you should 
receive one hundred and thirty rounds of ammunition 





tg 

MAINTENANCE 3 there is an execution taking place at 
the start of the level. If you are still in possession of 
Ree een u tected co 
ting the extra life. Just run around the level blasting 
OM nce ane aces) 
thou because if you fire a close range you'll lose a life. 
Re Cause ace 


tata 
DU Ree ea Ree sn rs 
corridors blasting anything that moves. There is wave 
Pee ese) 

have fun, Once the boss appears drop the rest of your 


grenade supply, and if you're feel- \ 
ing really nasty fire off some of & 
Peet er eure Eun ut en 


Peer rue at aT 
Saale TRC nd 
Petros 


eat |) oS 
be 2 ; 
Dt aL ig >a = 


Recah 
fare eae) C 
ose tase sid 
eared 
blasting time in a 
ME Re Eas] co) 
De) 

Da sac 
PCr r r 0 





TRULY ae 


e”4 


TFC @ TI 


Welcome to the first instalment of the SEGA SATURN MAGAZINE’s Dark Savior coverage 


aR A) 


pa ne nt Rn Ce ere rnc L itd 
Br eC co eens 
EGcns Ot nu Cunte ural nas on 
Reo eR nea etd 
corner of the screen. Completion of the level at dif- 
ferent times takes you to different parallels. 

PNM ee Meee en 

NTN os eee ce 
DURE eT eee eee 
DN a eC es 
ONS Se eee eat 
deliberately lose. 

In orderto make it to the Captain's cabin in time for 
Pe ECP e no ents tur catct atts 
orienta t Caettatn rs 


Bg 
Tene un nce ory 
Porat ent ecient Riel 
COG Recent eae 
PERC CES) ea oer ne 
Pe oe 





PALL 



















RU 


SCC) 
es ees ge ose cog 
PO een Cente roa) 
Pere CO CEM CeO nme tks 
PCO Mckee secre eae rats 
corte tot 














The key to all the parallels is how quickly, 
~ the confrontation with Bilan’s clone. 


PARALLEL ONE - A HUNT FOR THE EVIL 


Pe COCs oay 
fee Cone men ure e ets 
Seto Ce a Cen cen ent! 
PO Cae Anny 
Kurtleigen has declared a state of emergency. Your 
mission in Parallel One is to hunt down and elimi- 
Pe Cha Ree eCeC aU en ETE 
Rao eet een hea 
Se CUES Oana crete cg 
Ponte crear ogi am 


Ua as ks 


Da) | ero romet oc ce nc! 
Rene ee Crh ies kOnzEt 
Cotaneestote scm Cres n CR ain 
ere <8 ie eRe s eee 
Pate saute ACPI m Caen Recon) 
Rue) Redo 








2. JLO BASE Get the bottle from the lower right 
DON Re eae ORL RoC ome Lacy 
ee cet ies terete 





a a 

“4 PUR as ee eee ete 
Pee cg reece) 
Pen Cun eae eed 
Peattite teres 


OMT] eevee Css com eens) 
Ten ee cg nen 
Perce Cem nee centr erry 
POT eR Ceo caer cn ee Rte 
oer ate eee on teas 
Prone ae ent 

















SCT cena steer nnd 
Pee Cts ae a en 
Cee ence Recency 
Pererent sean renee cs cas tna 
Reenter rnthate tia tnt 
Ct ee Li 





Cae a ete ee re cents ts 
mente nn em eesee ner Cnet oat 
the top left hand corner of the town (behind the the- 
Ocean erent kc ce 
ree er eee oso ead 
ere eae er tc 





7. LABORATORY in the laboratory you fight Doc. Try 
Pere ee eCey ene cee eco) 
around for the Doc and Warden's second diary, but 
they're not essential 





Mada LeU CONS eerent 
reac cr enn nits 
Parallel One final boss: M. Bilan. Just like ordinary 
UN eke ae oer eee ee ets 
tactics on the next spread for some tips. 





SRL La asd 








a 


Garian defeats Bilan on the Transport ship, and is 
SOU ety eee nee 
session of was none other than his brother Luke! 
Raa ccc eee ee nd 
POA CUL Hamner eet eae geste Cnty 
Pe CeCe ete sero neem 


aaa hs 


P| Bc eoe ter ennncceter Cuneta rtd 
Beet ace nea 
ere ee mts CeCe te ots 
except Olivia is missing. 





2. JLO BASE Bruno tries to convince you that 
Penne eres SCC ENT) 
follow Drizzit into the castle to see proof. 





RA a te Nil acimeenn creme seo 


falls into the toxic vat and becomes a monster. 
CNM OR ese CR nec 





Oo a US) serene 
puzzle to reach the vault and get the diary of 
Cm eee ats een Ck NT 
Denes ER eee) 





BALLS een en tees ee 
This on 
To CeCe mC 





COR ame esa ca 





Pl 








Se ae UO Le 
COCR UE UU re ue 





Oe) een ecnnaete eter eed 
Pre Ree ced na ree Ree eng 
esos cent eee 
pee Cancion 





Se aT Te Beene cca ceo et coe 


OMe REM gasses Rar er ke 


CU ead ea eae 
ers to get the three rings, Copper, Gold and finally 
Silver. Copper and Gold are obtained by beating the 
two statues of the same name. Silver is actually 

Kay, and she transforms into fire Kay to fight the 
PE a com reais 








Fortunately this polygon monstrosity transforms into a much 
Cee eg 
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after Bilan to Jailer’s Island, just like the first par- 
SU ORUN a eR CR Tre ee cra Cn Cy yee 
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Bruno goes to strike a deal. Big mistake. 
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greater significance in this parallel, though you 
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2. JLO BASE The s10 base has already been 
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second (and more difficult) mine cart section (you 
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Carbon Floor where a surprise awaits. 
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ty hunter friends pick up the distress signal sent 
from the transport ship and decide to come to your 
pera ECM CRC ECog unt Coo 
ing the young boy in the town and is sentenced to. 
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escape the island. No mean feat! 
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patience to get through it fast, so keep practicing 
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puzzles in the Gold Tower by riow. Be careful not to 
COEre Tite nue Cnr Cie eos co 
PRO ee Cece nny 





Oma) were 
ORC ee CReU OR oN a 
SOREN ate cee ese Ce ras 
ene eer 


ier than the Gold and 











entrany 





5. DEATH VALLEY if you do the three towers fast 
Peer beter es mec care nent rns 
Kay) before the final battle. After fighting Meg you 
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Peete 





BRO ee 
Garian, and his evil twin (and your worst nightmare), Carbon 
CUCU ue 


Ta aaa 
‘This isn’t really a proper parallel as such, more an 
endurance test. After loosing to Bilan you are 
eter es eos oter nad 
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DARK SAVIOR BATTLE TACTICS: 


1. THE DASH ATTACK the dashing attack is the most 


Pee ay eo eau 
towards your opponent and press attack. It does a lot of 
Ce enn eae sec er cae 





PR eo ee oe 
hold down run and press AWAY and attack. For 
Garian this move is a spin kick, but it varies from 
character to character. It also counts as a finishing 
move.in the point tally 
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3. EXCHANGE Make sure you are touching your 
opponent then press towards and attack. You will 
eer ee Rt ens creer aca 
Pee eee eC ee kd 
off and probably not worth the risk. 








4, SUPER ATTACK the charged super attack always 
does the most damage, and if you can finish an oppo- 
Paes eres ena tee 
Porno arten ect abr ae oe 
a single hit, so make sure you time it well. 
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Once you have completed all five 
have the game position saved) load the 
the fifth parallel as per normal. This 
1, plug in a second control pad and 
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ond player will take control of Gari 
enemy! Cool! Just make sure Garian wins or 


you'll have to do it all again 
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on a keyboard, Just for all you budding m 
¢, who want to learn the tune. 
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indeed part three - the last bit - where we take you from the terrors of the Natlas Mines right through to the 
PEUTIC LICE RCSA a eR Ce UES Ce 


of this stunning title. 
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Swim into the tunnel until you see a waterfall on your 
right, climb out behind the waterfall and follow the 
PER Re ca OCR ne) 
in before pulling yourself on the left side of the boat. 
Run forward and pull the block back once, go around 
the corner and climb up onto the large mound. Jump 
over to the tunnel behind the block and follow the 
UE Re ene nrc ao) 
Pn Sn eke ee nD 
TO eC a ee eeu ner 
OSCR Ta reer} 
the medipack and run into the next room. Pull the 
block back toward the tires and climb onto the block. 
CRU e eu Re nee rd 
tire to fall inside. Run through the tunnel and activate 
the switch in the alcove to move the boat back by the 
docking area. Go to the end of the tunnel and slide to 
Rie ec ee eee er es 
POM ec eee nua ry 
door, walk towards the first hurdle until a boulder rolls 
from left to right. Return to the wooden fence 
and with your back to it perform a standing 
TC MI RCC Ur TT 
Cee ai om an cs ir a 
the third hurdle, turn right and land on a 
hill, Run through the second tunnel before 
the boulder flattens you, reach the end 
Sc ea oT 
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Run up until you trigger a 
rolling boulder, then back to the 
Perea eee ced eT 
Ce en eee ore 
Climb the hill and return to the 
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you land and run all the way 
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behind it into a tunnel lined with NATLA 
crates. Walk over to the dark crate and pull it 
backwards once. Now push it forward once to 
find another crate behind it, enter the corridor 
and pull the switch. Return to the docks and 
enter the tunnel to the right of the crates. 
Push another NATLA crate forward twice to i 
enter a new room, climb onto the block and 
Te en ed eo een 
level. Collect the uzi clips then run through the 
tunnel into the next room and pick up the sec 
ond fuse, Return to the docks then go back to 
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the cabin chamber behind the waterfall, Enter the door- 
way to the left of the left-hand cabin, run through the 
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Fuse, run back to the room with the glass structure and 
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rate? 
Use the fuses in the holes to lower the cabin to 
the ground. Enter the cabin and retrieve the pistols, 
climb onto the roof and jump over to the tunnel. Run 
RTI nee te 
Po 
CO Se ere Ee ce ok 
magnums, then line yourself up with the switch 
ee eae a 
over to it but let go of the jump button as soon 
as you jump. You'll fall down the cliff and grab 
the ledge below. As Lara slides down the cliff 
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the pillars to the tunnel entrance, drop 
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three times from the right side 
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ward three times. Climb onto the crate, jump to 
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Run up the hill and climb onto the ledge. 
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boulder to roll out from the tu nd jump over it 
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the ammo and return to the TNT room. Turn left 
from the blocks and enter the hole in the wall, kill 
the bloke and pinch his uzis. Collect the uzi clips 
CN eM mT See Re ee 
e your 
Proceed through thé tunnel and enter the next 
room, Avoiding the boulders, work your way to the 
top. Run up the slope ‘and climb to the next room 
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to the ledge, turn left and jump across. Turn left again 
and jump across one more time. Push the block twice, 
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Cees cee Re ean Oe ae 
the block that you find once and go back through the 
upper room. Drop back into the lower room on the 
other side of the lower block. Push the block forward, 





Amine cart scene reminiscent of the Indiana Jones films. tn 
PRUE OCU coe 


aN 3 





turn left into a new alcove, then go forth and save 

your game or reap the consequences. 
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turn left and climb up. Run forward to the block and 
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tom of the stairs forward once, turn left and run like 
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guard using the magnums and grab the shotgun from ey 

him when he dies. Climb up to the top of the pyramid | 

and when you reach the top, turn left and jump against 
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the end, go back to the bottom of the pyramid andrun 
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the pyramid doors and make your exit. 
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then up onto the next ledge into the 
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2. From the third save point, run into the 
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soon as you jump. You'll fall down the cliff and 
grab onto the ledge below. As you slide down 
eae eet eects 
right. Drop onto the ledge and turn right, run 
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and walk toward the sphere on the 
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door and turn left, run through the 
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Dy over the central bridge and grab 
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entrance and walk through 
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the hole and move into the 
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your position. 
From the beacon, jump to the pillar, turn left 
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door, turn so the door is on your left 
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‘50 you'd better get those uzis ready. (Below) To reach the door 
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yourself up, climb the stairs and jump into the door- 
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nel and turn around. Dispose of the demon and col- 
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pool. Climb out of the water between the two large 
SCC ee ete Le ee 
and around the corner, pull a second switch in the 
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and shoot the demon. Activate the final switch to 
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jump to the ledge to the right 
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At the far side of the room is a save beacon which can be 
retrieved by following the ledge to the right of where Lara is . 


run up the hill. Turn right at the red hallway and 
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the door. Grab the ammo and run to the wall oppo- 
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Pull it again and enter the red door. Move forwards 
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demons. Slide down the slope and jump over to the 
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the medipack and ammo. Now run through the tun- 
DORR eR Ue 
FeO Tea ene Ua 
walk to the right side of the ledge and position your- 
self so Laras feet just about touch the dark triangle. 
Se ta ee ee 
and run into the tunnel and kill the demon. Leap over 
Peer tee ee inca ans 
middle of the room. Jump to the ledge against the 
eRe eee ue ae ot 
RO ee UCD CCC RCE y 
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By now you are at the penultimate level so there's not all that far to go. Little did you realise when you first purchased Tomb 
Raider what a massive and compelling task you were undertaking. This game is for life and definitely not just for Christmas. 
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nel. Collect 
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comer and pull the switch, 
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left and jump to the pillar, turn left 
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and jump to the second pillar, now 
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wall. Climb up and pull the switch 
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the tunnel entrance and jump to 
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left and enter the red tunnel. Run past 
the red door and wait for it to close. 
Climb up into the tunnel above the 
Pan neue ar end 
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(Left) Lara ponders how to reach the tunnel without fal 





ling. 
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slicer. Jump left to avoid the boulder and walk up the 
rest of the ramp, enter the door and save your game. 
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the right-hand switch and immediately jump back, 
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up the tunnel. Climb onto the ledge to the left and 
pull the switch. Turn around and climb up to the door, 
drop down the other side and run forward through 
the door. Run through the tunnel and kill the creature 
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killed. Instead, turn right and climb up onto the 
ledge, leap across to the stone pillar. Jump to the 
ledge by the door, pull the switch and turn around. 
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walk onto the middle of the ledge and you'll force 
your double to fall into the pit. Return to the rocky 
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you, then run to the end of the tunnel and turn right . 
Follow the ledge and pull the switch, turn around and 
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switch, turn around and run forward into anoth- 
er alcove. Activate the second switch, run back to 
the other side of the room and enter a new door- 
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then run forward to the edge. Drop off the ledge 
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2. From the first save beacon, jump over to the 
pillar, turn left and jump to the lowest ledge on 
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and slide down. Climb up the ledge to the 
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left and jump to the second pillar, now leap 
across to the doorway in the wall. Climb up and 
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sure plate. Immediately turn left and run up the 
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to retrieve the medipack and ammo. 
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the ammo and enter the red tunnel. Slide down the 
slope and push the block at the bottom three times 
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block backwards once, then turn around and climb 
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again until you see a second boulder, avoid the same 
way as before. Run to the end of the tunnel and 
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the floor below and run around the corner and save 
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Shoot the Scion until it blows up. Turn and run 
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hile the long awaited Street Fighter 
II is still some way away, Capcom's 
R&D department have 

not been slacking off. 
Its latest creation is the CP- 
System III board, essentially aCD-ROM pow- _\ 
ered beast capable of super smooth animation, 
wild sprite manipulation effects and some 

fancy zooming on the side. So after recent 
diversions into the action (Resident Evil) 

and puzzle (Puzzle Fighter) genres, what game has 
Capcom developed to show off its new piece of kit? 
Another beat 'em up. Tsk, typical. 

But hold on, because Red Earth is not ‘just 
another beat 'em up’. Sure it looks like a beat ‘em 
up, and plays like one too, but Red Earth is different 
from the rest because it incorporates elements from 
a gente at the other end of the gaming spectrum, 
the RPG. Only four characters, detailed elsewhere in 
this feature, are selectable, and in the one player 
Quest Mode they have eight adversaries to defeat 
before the game is completed 

Unusually for a beat 'em up, the selectable 
characters don't fight each other in Quest Mode. 
Instead they all have a personal reason for taking 
on the might of the Evil Empire, which is trying 
to take over the world. After each fight, 
how well you performed translates 
into experience points, which 
upgrade your character by 
improving their attack and 
defence strength and allowing 
new moves to be accessed. Once 


(CLOCKWISE FROM ABOVE) The hideous Egyptian monster 
Rarange baying his little heart out; Hauzer the dinosaur wins 
again (with those talons we're not surprised); Kenji tries to 
intimidate octopoid sea monster Hydron with a length of old 
chain; Rarange gets nasty with his flame throwing head; and 
‘shows why his defensive powers are second to none with what 
looks suspiciously like a large shield, 
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a certain amount of experience points have been 
amassed, your character's rank is also increased, up 
toa maximum of level 32. 


MYSTIC MEG 
Like the majority of Capcom's recent beat ‘em ups, 
Red Earth contains spectacular Super moves. This 
time, however, they don't rely on pulling off 
standard special moves to charge up a Super gauge. 
Instead, your character collects Mystic Orbs 
from crates that randomly appear in the 
playing area, Six types of orbs (fire, 
ice, thunder, poison, wind and 
earth) are available, and all have 
¥ varying effect when used. 
Players can use orbs in two 
ways. One is to pull off a char- 
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The first game to employ Capcom’s new CP-System III arcade board, Red Earth is yet another 2D beat ’em up, but 
this time it’s a bit different. SEGA SATURN MAGAZINE pulls on its collective fighting trousers to investigate. 


acter's unique special attack, which is accessed by 
two fireball motions and a punch, and the other 
method is to draw on the power of the 
7” orb itself, which produces the same 
result which ever character you are 
[ sing, and is invoked by a backwards fire- 
/ ball motion and all three punch buttons. 
This introduces a tactical element into bat- 
tles, as you cannot rely on charging a 
Super gauge to pull off Supers and, in 
two player battles at least, you can prevent the 
other player from collecting orbs by nicking 
them all for yourself. 


PASSWORD PROTECTION 
Considering that players can power their characters 
up way beyond their basic attributes, it would be a bit 
of a pain if you had to start again at level one every 
time you played. Fortunately, Red Earth uses a unique 
password system, so you can continue from where 
you left off. At the end of every game you are given a 
numerical password, which can then be re-entered at 
the start of a new game. The only problem with this 
system is remembering an eight figure password, so 
be sure to take a Biro down tothe arcade with you. >> 


l 
\ 





(ABOVE LEFT) These fantastic swirly backgrounds are only pos- 
sible with the CP-System III board. Here, Mai Ling is powering 
up her standard Super attack. 

(ABOVE RIGHT) As usual, Capcom's artists couldn't resist a few 
gratuitous panty shots. 
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BOARD GAME 


The CP-System III is roughly four times as pow- 
erful as the old CP-System II board. The new 
hardware can handle 256 colours per sprite, and 
with a total of 512 colour palettes, that means it 
can display up to 32,768 colours on-screen. 
Backgrounds can have up to five levels of line 


scrolling, and the amount of data that can be 
stored on the board ranges from 772Mbit to 
1200Mbit. Compared to the 322Mbit available on 
CP-System II, you can see why the new board 
has the capacity for such smooth animation. As 
well as Red Earth, Capcom has developed Street 
Fighter II! for its new board, but beyond this, 
other CP-System III titles have yet to be revealed. 





: a . 
Whenever your character's power level is increased, you get 
treated to a lovely bit of Capcom artwork. Details of new tech- 
niques and increased attributes are also provided. If you're 
lucky, you may also gain resistance to certain attacks! 
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>> QUEST MODE 
The actual mechanics of the Quest Mode differ 
slightly from most beat ‘em ups. Fora start, your 
character has two energy bars, while your oppo- 
nent's stretches across the entire length of the 
screen. If you are defeated and choose to continue, 
your adversary continues with the amount of ener- 
gy it had left when you were killed. If you win, your 
energy is replenished depending on how well you 
fought, so if you did badly, expect to start the next 
round with a tiny slice of energy. Players can collect 
extra lives and Mystic Orbs during fights and these 
are delivered via crates, which appear randomly on 
each stage. Pull off a spectacular attack, and extra 
experience points may also be yours for the taking 
There are eight monsters to defeat to win the 
game, the first four are the initial nemeses of each 
selectable characters, and are fought in a different, 
order depending on who you choose to play as. These 
first four monsters are Kongou, a mutant ninja who is 
also in the employ of Kenji’s master; Lavia, a harpy 
who was responsible for the destruction of Mai Ling's 
village; Hydron, an octopus-like creature who is 
threatening the inhabitants of Tessas home town and 
Hauzer, a giant dinosaur left behind by 
the empire to rule over Leo's country. 
After this you tackle Ravance, a 
four-headed Sphinx based ina 
stage resembling Ancient 
Egypt, then Gi Gia Stone Idol, 
whose home is a crypt on the 5 
Eastern continent. Finally your al 
quest leads you toa floating m= 
island, where you will _ 
encounter afearsome,and 
extremely well-armed, 
robot, and Varuda, an old 
man accompanied by sev- 
eral mythical beasts who 
has a few nasty surprises up 
his sleeves. 
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‘The character select screen in all its glory. Is 
there a cheat to play the bosses though? 























VS MODE 
Two player battles are much more con- 
ventional, being fought over three 
rounds with just one energy bar. The 
Mystic Orb system remains the same, 
but there are no experience points or 
.. life-ups to worry about. 
Disappointingly, it appears that 
only the four one-player charac- 
ters are available in two-player 
mode. We hope there is a way of 
playing the awesome boss charac- 
ters, but if it exists it hasn't 
been revealed yet. 
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BONUS GAMES 
Red Earth features the welcome return, from the 
original Street Fighter I, of between level Bonus 
Rounds. We've discovered two so far, a variant on 
the old SFII car smashing round with a large 
statue to demolish, and another where there are 
six stone heads set into the walls of Gi Gi's crypt 
at various heights, and players must destroy them 
all to win. 


‘Tessa on the offensive again, giving Mai Ling something to think about with the 
Ice Super. That’s a power-up crate by Mai Ling’s feet - use a low attack! 





INTRODUCING 


TESSA A beautiful witch studying 
everything there is to know about Super Magic. 
Her weapons are magical, created by her own 
hand. She is a master of ice magic, and her most 
powerful moves involve firing deadly spears of 
ice at her opponent. As Tessa becomes more 
powerful, she gains the ability to pull off some of 
her moves in the air. 




































LEO A beneficent king whose land was 
overrun by the Evil Empire. A curse was placed 
on him, giving him the body of a beast, so he is 
fighting to regain not only his country, but also 
his humanity. He is armed with a sword and 
shield, and as he rises through the levels his 
weapons are upgraded. Although Leo is quite 
slow, most of his special attacks are based on dash 
moves. His default Mystic power is Thunder. 


KENDI Leader of an ancient clan of ninja, 
Kenji is fighting to protect the Tokugawa dynasty. 
He conceals many weapons about his person, 
including knives and a length of chain which he 
uses as a whip. As you power him up, Kenji is able 
to perform another type of super jump in addition 
to deadly new moves. His standard Mystic Orb 
type is Poison. 


MAILING 4 young, gifted martial artist 
whose home town was destroyed by the 
Empire, She wears flaming rings on her legs 
which act as her weapons. She seems to have 
the least new moves to learn as you power her 
up, but she is able to dash in the air when you 
reach Level Ten. Mai Ling is the smallest and 
fastest character, and has Fire Orbs by default. 












WHEN’S IT OUT 

















Well technically, Red Earth is out now. We've seen it =e — 
in arcades around London, and it won't be long oo rr 
before you'll be able to play it all over the country. 
The possibility of a Satur version looks highly 
unlikely as Capcom has already stated that no home 
system can handle the power of the CPS III board. The 
fact that the Saturn version of Marvel Super Heroes _(ABOVE) The Street Fighter It 
has suffered various delays does not bode well fora _style Bonus Game has players ‘ 
home conversion of Red Earth any time soon. siving a priceless statue a k 
Considering the power of the CP-System III, any home good kicking. Vandals, the lot t 
version would be severely compromised in terms of of them, yy a 
animation, and some sprite effects which the Satum (BELOW) Hydron is not 
just can’t handle. But fear not, if the Saturn can't do impressed by the poor range 
it, then there’s no way the PlayStation can either. of Kenji's sword. 
ee 
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by the PC press, combining the gore and 
some of the action of Doom with the 
adventure expertise that Origin have 
continually displayed. 

Well, that was obviously the idea. 
Unfortunately, this merging of ideas 
hasn't really paid off. To begin with, by 
Saturn standards the graphics in 
Crusader are absolutely monstrous. 
There's nothing here that the Megadrive 
couldn't do and I've certainly seen supe- 










perhaps Grid Run is too simple for its 
own good. After all, you didn't spend 
upwards of £200 to play games like Grid 
Run, despite its fairly impressive 3D 
visuals, The two-player mode is a wel- 
come addition, but to be honest, it's not 
that much more exciting than the solo 
mode, which is a good indication of how 
good the CPU artificial intelligence is. 

Overall, Grid Run is a nice attempt 

at trying something different and 
although its simplicity is probably its 
greatest virtue (leading to some 
amount of gaming excitement), it's also 
the best reason why it’s not really worth 
your money, 


CRUSADER: NO REMORSE 


BY EA £44.99 68% 






BY VIRGIN £34.99 79% 


Virgin interactive Entertainment are to 
be credited for at least trying something 
different with Grid Run. At the heart of 
the game is an extremely simple con 
cept, that being to “capture the flag" 
and not be IT. Basically, there's a number 
of flags to get, with your opponent's 
task being to get the flag off you (if you 
have it). It's all very simple, one-on-one 
stuff. It’s extremely simple, yet strangely 
compelling. And it's pretty cheap too, 
which isn't too shabby. 

The bottom line is though that 




























In terms of excitement and visu- 
| panache, Andretti’s not so cool and 
he PAL translation is flakey (make 
hat virtually non-existent). That's 
probably the worst thing about 
Andretti. Still, it's smoother than the 
PlayStation version, which always 
goes down well in our books. 

Not essential, but certainly no 
isaster, this is a creditable EA release 
which bodes well for future titles. 


TILT! 


Y VIRGIN £34.99 85% 


You might notice that the overall rating 
for Tilt! has decreased a little since last 
month. This isn’t down to any revelation 
about the game's quality, more to do 
with a difference in opinion. Paul 
Glancey was well impressed with this, 
but | (Rich) have to admit that pinball 




















rior scrolling on the 16-bit machine - the 
jerky mess we have here just isn't good 
enough, PC conversion or not. The 
Saturn’s 2D prowess is criminally under- 
used here... even the full-motion video is 
not particularly impressive 

On the plus side, there’s plenty of 
} game for your money and the adventure 
itself is quite entertaining, if a tad lack- 
ing in the variety arena, 

This isn't particularly the best 
entrance from Origin, particularly as the 
same company has been responsible for 
some gaming epics such as Wing 
Commander, Privateer 2 and Ultima, all 
of which would have been far more wel- 
come than this disappointing effort. 


MARIO ANDRETTI RACING 


BY EA £44.99 83% 












EA are definitely on the right track by 
getting Origin (the western world’s 
adventure game experts) to bring their 
wares onto the Saturn. The Ultima 
series is rightly celebrated as one of the 
best RPG series ever to hit PC screens. 
Crusader: No Remorse was also hailed 




























SOVIET STRIKE 


BY EA ETBA 90% 


The Strike series was clearly a huge success 
for Electronic Arts and the company have 
finally seen fit to continue that excellence on 
the next generation machines, with the Sega 
Saturn getting the best version! Which is pretty 
cool eh readers? 

So what's the deal then? Well, basically Soviet Strike continues the 
gameplay principles established in previous Strikes. The difference is that this 
Saturn game does everything so much better with more weapons and far, far 
superior graphics. The “photo-realistic” visuals really are stunning to behold 
and there are some awesome explosions and what-not to appreciate. The 
overall look is excellent - in fact, the only downer is the quality of the 
scrolling. Because of the dynamic loading from the CD, the scrolling suffers 
from a pretty low frame rate and dire scrolling. Still, the sheer excellence of 
the gameplay more than makes up for it. 

EA have also done us proud with a fairly decent PAL conversion, but more 
to the point, they have cleaned up all of the problems the PlayStation version had. 
The gameplay balance has been improved, there are some super-weapons to find, 
plus there's a general improvement in the level of tidiness. It's all very impressive. 
Overall, the scrolling is irritating, but everything else about the game that is 
Soviet Strike is pure class. That being the case maybe you should just go out and 
buy it eh? 
















When it comes to racing games, 
Saturn owners can't really go wrong 
After all, with good conversions of 
Daytona USA and Sega Rally 
Championship (along with a most 
promising conversion in the form of 
Manx TT Superbike) in the bag, for 
something to come along and seri- 
ously impress us is a demanding 
proposition 

Mario Andretti Racing actually 
has a lot going for it. The 3D, 
although lacking in detail in some 
areas, is very smooth and the wealth 
of tracks available is very, very impres- 
sive. The usual EA Sports presenta- 
tional frippery is beyond compare too, 
with the option to just about com- 
pletely redefine your car being most 
welcome indeed. Add a choice of indy 
Car and NASCAR vehicles and you 
have a potentially deep simulation 

Gameplay-wise, Mario Andretti is 
pretty playable. Like all good racing 
games, it takes a fair old while to get 
the measure of the handling, but what 
the game offers is solid entertainment. 





games just don't turn me on. With all of 
he 3D (and indeed 20) power at the 
Saturn's disposal, | just think that some- 
hing more inventive and entertaining 
could issue forth from Virgin 

Admittedly, pinball simulations 
don't really get that much more enter- 
taining than this. The realistic dynamics 
are pretty impressive with the ball actu- 
ally moving and ricocheting just like the 
real thing. The range and content of the 
ables themselves is also pretty cool 

The thing is, though... well, the 
Saturn is a videogames machine. As far 
as I'm concerned that should open up a 
whole new arena of potential for this, 
genre. Take Megadrive Devil Crash (or 
Dragon's Fury as it was known in the 
UK). That managed to successfully mix 
videogames elements with the skill of 
pinball and personally | rank that as 
being superior to this. if realism is really 
what you want, I'd recommend 
spending a couple of quid on a variety 
of tables available at your local arcade 
rather than lay out £35 for this. 

























96 SEGA SATURN MAGAZINE 


DIE HARD ARCADE 


BY SEGA £44.99 80% 


Hmmmm... Here's a game that's going 
to cause some controversy, You see, Die 
Hard Arcade looks like being one of the 
Saturn's finest hours when you first 
boot up the machine. The game's basi- 
cally Streets of Rage in 3D but with even 
more outrageous fighting action, It 
looks superb, the update is very smooth 
and the overall playability is excellent. 





The game really is brilliant fun. What 
sets this apart from Streets of Rage and 
its 2D brethren is the effort that AM1 
have put into the control method. They 
have successfully melded aspects of 
Virtua Fighter into the basic Final Fight 
style of gameplay, meaning that the 
biggest challenge the game offers is 
mastering the myriad techniques. Also, 





















there are several different moves avail. 
able depending on what you're carrying 
in your hands, which again increases 
the game's opportunities still further. 
The big problem is lastability. For 
a start, the actual length of the game 
is disappointingly short, This would 
be all right were it not for the amount 
of credits given, plus the bonus 
game's propensity to hand out scores 
of extra credits (this Deep Scan arcade 
conversion is cool, but it just limits 
lastability even further). Some game 
modes to play as the meanies would 
have been cool, but really Die Hard 
Arcade needs extra stages - even 
novice gamers can blast their way 
through the entire game in less than 
hour and apart from discovering the 
As it is, what we have is a 


} supremely enjoyable but short-lived 

i game. The real challenge probably is to 
i get through on one credit. It’s just a 

i shame the game throws so many at 

i you! Even a HARD difficulty setting 


would have been appreciated, but even 
this is missing from the game, hamper- 
ing lastability still further. 

Die Hard Arcade is a clear indica 
tion that some games work far better as 
coin-ops and regardless of the quality of 
the conversion need major work to be 


? successful home titles. 











DIE HARD TRILOGY 


BY EA £44.99 90% 


This game was a massive success on 
the PlayStation and Probe Software 
have finally got around to 
completing the Saturn rendition of 
this hugely popular title. As you can 
gather from the title, this game suc- 
cessfully brings the action and 
excitement of all three Die Hard 
films to the Saturn. 

Die Hard is a decent, 14 level 
excursion into the skyscraper 
headquarters of the Nakatomi 
corporation. This is decent Fade to Black style action, albeit with huge blasting 
overtones, which is as it should be. Die Harder is solidly entertaining Virtua Cop 
style action. Of course, this isn’t a patch on the AM2 games, but it’s certainly a 
worthy addition to the pack. Finishing off the “thrillogy” is Die Hard with a 
Vengeance, a driving game through the streets of New York (although there’s a 
disturbing lack of skyscrapers - haven't the programmers even seen NY?). Still, 
this is probably the most entertaining 
episode of the lot as you track down 
various bombs and generally cause 
much road-based havoc. With all three 
games on a single CD, it's difficult to 
avoid recommending this title. Yes, 
it's a bit jerkier than the PlayStation 
version (a shame Probe couldn't 
match the quality of the Alien Trilogy 
port) but the fun and excitement 
remains and that's what is important. 
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Some people are viewing Digital Dance Mix as 
some kind of benchmark as to what the VF3 
characters could look like. But what if the 
cart upgrade rumours are true...? 


(0S) 


- 











aba: u Suzuki’s concept title for the Saturn hit Japanese shelves in early 

a y January and as expected, it’s well... a bit weird. For a start, there’s no 

- Ar f= ay point at all calling Digital Dance Mix a “game” as such - try Virtual 
Music Video and you'll be closer to the mark. 

= The centrepiece of Digital Dance Mix is the 3D rendered version of 

Japanese pop siren Namie Amuro - AM2 have created a high resolution 3D 
model of the singer and animated her with some excellent motion 
capture, all at a super-smooth 60 frames per second. The result 
looks lovely indeed, with extra animation provided by some 2D 
polygon dancers mimicking her movements in the background, 

a i Incidentally, a great deal of the look of the video can be 

aa a fe a customised. There are a few different Amuro costumes to choose 

from (the colours are also selectable), along with a choice of 


backgrounds and such and such. You can zoom in and out to your 
heart's content and spin around the action as much as you want. 


a io } which is just as well considering that there’s little else to do in 
ah wai 4 b. Digital Dance Mix. There are a few mini-games for you to examine 
aa | er al (see the relevant screenshots), but in the end Dance Mix is 

= spectacularly without point, unless you're really in Namie 
Amuro - and sales of over 100,000 in Japan would seem to indicate 
that the market does exist 

This is a pretty brave idea for Sega of Japan but at around the 
equivalent of £20, this Virtual Pop Video is very expensive consider 
ing what it offers. 

But what if the VPV was given away “free” as part of, say, a CD Match up the Amuro cards in this mini-game. 
single? Who knows? Digital Dance Mix may well pave the way for a new 


use for the Saturn. As it is, Yu Suzuki hasn't given up on his current 
concept yet - next in line for Japanese consumers is a Digital Dance o 
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Mix volume Il, featuring Sarah and Pai from Virtua Fighter! Nnnargh! 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
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People interested in helping us out, in whatever way possible. 
Pm Melee Meo Mee 4 ee Lee eM LOM LLL 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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